100 PAGES OF PANT-TASTIC ENTERTAINMENT! 
oie “1 te | 


| 


293027 


770969 


9 


June 1995 


£3.99 
(DM 20; Lire 12,000) 


THE BEST 


DISKS 
AGAIN! 


> 


OT a a 
ks 


VERR 


: Pe nee 
tease) Baebes See) ‘ 
Ag": 

aie. 


t 


Se 


2 


ee 


ee Sa Nh ‘ ny i Ses 5 : ents : Si raat 
EPR RPTL OEY ETOP em aA / 7 : satin ¢ “ keel ue oe eis 4 Z 
See: ies . : :: at Ste : - ei . } ‘ é Si i 
1 a Pesta hy oir : Leigh mee j oe Bas} ¢ - 3 . i | 

i a + ; 
y : ~~, 


Se: 
Pishates 


te TN! 
t , 

{ ee \ 

elas mea re ete 


PRET TRA NA ten WED te DA OF ete 


A set of 10 of the best 
puzzle games for the 
Amiga. Frustration at 
an extreme. Superb 
value. 


A two disk collection of 
the best virus killers 
available for the Amiga. 
An essential purchase 
for any Amiga user. 
Very easy to use. 

Only £4.00 


Only £7.00 


Workbench 3 is very 
good but commodore 
forgot to include a few 
things, like a virus killer, 
-| a decent file manager, 
a menu system, a few 


cessing package. 
Features all standard 
options like: cut, paste, 
spell checker etc. An 
overall easy to use 

| Package. Only £3.00 


StarTrek 
Action/Strategy game. 

3 You take control of all 
key personnel on the 
bridge. great sound fx 
and graphics make this 
a superb game. £6.00 


Create your own fasci- 
nating 3D stereogram 
pictures on your Amiga. 
Complete with demo 
pictures, viewer and 
Magic Eye maker. 

Only £5.00 


4 Now the wheather is 

nice, it's time to do the 

=| garden, and the best 

= way to get out of doing 
_| it is to spend loads of 

time designing it. 

; Only £3.00 


= _| Get your finances in 
===] order with this excellent 
=| package. Keep track of 
| your fuel, petrol, & food 


ae Z your money geos each 
month. Only £7.00 


| Make your own hard- e| A two disk set of new 


| If you want to learn to 
‘#1 type like a pro. then our 


superb Typing tutor set 
will help you on your 
way. 


Only £3.00 


If you want to linkup 
your Amiga to a PC or 
another Amiga then this 
is the software for you. 
You can easily transfer 
files from one machine 
to another. Only £8.00 


_| An essential purchase 


for any hard drive own- 
ers, Includes backup 
tools, virus tools, disk 


j repairer, and loads of 


other utilities. 
Only £5.00 


Over 100 games on 5 
great disks. All the clas; 
sics are here, aswell as 
loads of new original 
games. 


| Hours of fun for just 
| £10.00 


| ware and save £££. 

| Sound samplers, mem- 

__| Ory expansions, 
Bridgeboards etc. 


_| workbencgh backdrops 
' | and icons for use with 
-= | Magic Workbench, on 
any Kickstart 2 or 3. 


. <8 | use. Works with Hard 
me disk of Floppy disk. 


i 


- | Knowledge of LHA req. 
Only £4.00 


MagicWB available. £3 
| MagicWB extra’s.... £5 


‘| Over 40 top quality 
s| compugraphic fonts for 
=} use on Workbench, 

aid PageStream, DPaint4, 
Wordworth2&3 etc. 

| A great value set of 
fonts. All for only £7 


;| The most powerful 
word search, crossword 
solver available on the 
amiga. Includes a dic- 
tionary of over 58,000 
words and you can add 
yourown. Only £5.00 


If your new to the Amiga 
then you may be having 
problems with missing 

libraries etc on your work- 
bench that are needed for 


=| A huge set of classic 
4 board games, Includes: 
2 Monopoly, Scrabble, 
Access ms . Cluedo, Mastermind, 
Mastercard | Othello, Backgammon, 


Order Hotline: 


01793 490988 


Fax Order Line: 


01793 514187 


contains all popular libraries, 
veiwers and other popular 
tools. Only £2.00 


[_] EFB2-1. ESSENTIAL FOR BEGINNERS 


A selection of tools for 
| degrading your A1200 
} or A4000 to allow you 
} to run most of the older 

Amiga games, tools, 

} and demo's. 
Only £4.00 


Includes software and 
an external disk inter- 

face for better results. 
Only £29.99 


Simple to use, but com- 
pitent colour Desk top 
publishing software for 
any Amiga. 


Includes print manager, 
lable printer, address 
keeper, printer drivers, 
loads of other printer 
tools. Knowledge of 
LHA required for use. 
Only £7.00 
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Over 500 game 

cheatson 2 disks for 

Amiga games. Most 

of the latest games 
cheats included. 

‘| All for only £5.00 


If your a budding 
lan Beale or Floyd, 
/ | then this Gourmet 
~4| cookbook will get 
you going. 
Only £3.00 


Thousands of General 
Knowlege questions 
and answers on this 
two disk Quiz Pack. 
ge) Great fun for all the 
em) Family. 


Over 130 clipart 
images on 3 disks 

of all the Lion King 
characters. for use 
in any Amiga pack- 
mage. Only £6.00 


qi LKAG- 3. LIONKING CLIPART 


Only £5.00 


PIC QUZ5-2. ‘QUIZ CHALLENGE 


EPIC MARKETING, FIRST FLO 


FOANTSOSTIC 


certain titles to run. This disk 


[_] FNT7-3. FIFTY FANTASTIC FONTS 


=} If you've just purchased 
your Amiga your you may | 


Grown up’s only... 
Only £5.00 | 


The complete small ! 
office suite, Includes 
Wordprocessor, 
Database, Speadsheet, 
and Diary. Compatible 
on all Amiga’s. 

Only £7.00 


[_]IFC7-3. LITTLE OFFICE 


ere Fifty of the best Bitmap 


fonts available. This 
pack also includes a 
powerful font editor. 
Compatible with 
Workbench, D Paint, 
etc. £7.00 


A ten disk collection of 
very high quality cmono 
Clipart, suitable for all 
Amiga DTP & Paint 
packages. All popular 
subjects included. 

All ten disks only £13 


This is the most upto 
date and comprehen- 
sive collection of printer 
drivers available for the 
Amiga. Star, Citizen, 
Panasonic, HP etc, etc | 
Easy to Install. £3.00 


Six disks of Video fonts, 
Backdrops, Titlers, 
Video wipes, and loads 
more. Graet for produc- 


| ing your own video's. 


i 


be a bit boggled how to 
use it properly, Well this 


five disk set takes you step 
by step through every 
basic thing to know. All 
five disks for just £9.00 


[ ] ABG9-5. BEGINNERS GUIDE | 


| 


A collection of Amiga 


Poker, Craps, Solitaire, 


ss) Pontoon, 


Rummy and more. 
Only £10.00 


==) a] New collection of tools 
3] for WB2 & 3. Includes 


HD tools, Virus killer, 
sound & graphics tools, 
text editor and loads 
more. 

A bargain at £5.00 


A range of clipart for 
use with Page Setter, 
Dozens of subjects 
including : People, 
Animals, Vehicals, 
Sports etc. 

Only £3.00 


NEW VERSION... 
Test your drive, 


3 memory, Keyboard, 


GFX chips, sound 


, ene speed etc. 


Only £3.00 


“s| If you've just got a new 
| Hard drive for your 
=t| A1200 then this set of 


disks are essential. 


He +] Prep and Partition your 
“ Bene then install WB 3 


’ ce 
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Eight all time classic arcade games, Pacman, 
Frogger, Asteriods, Space Invaders, Centipede, 
Missile command, Q-Bert, & Omega race. 

Great value for money. 


[ ] ARC5-2. ARCADE CLASSICS2 


Only £5.00 


= Over 600mb of Imagine 


& lightwave objects, 
textures, Animations, 
Picture files, Postscript 


#| fonts, Colour fonts, etc. 


Only £19.99 


Over 4000 full colour Adult images for use on 


your Amiga or PC. OVER 18 


Only £19.99 


[ JADULT SENSATION CD 


| 


+| Professional attempts 


Lottery Winner 


to predict the results of 


®.| the Lottery. Every week 
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Another great puz- 
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for the Adults. great 
fun. 


Only £5.00 


your love this set of 4 
great gambling games. 


Le »| Fruit machine, roulette 


Only £6.00 


Play Poker with some 
of the most lovely 
women in the world. 
Includes superb graph- 
ics and digitised 
speech. Over 18 only 
Only £10.00 


A new five disk set of 
high quality colour cli- 
part, All the major sub- 
jects included. OKAY 
on any Amiga package. 


Only £9.00 


Whether your a com- 
plete beginner at chess 


syani| or a champion. 


Z IHe-2. CHESS & TUTOR 


Jl Chess has some- 
thing for you. Superb 


i) graphics and speech. 


ACCESS 
DENIED 


[_]PSW10-4. PASSWORD SET 


FIAMINET 5 March/April ©95 


Only £5.00 


tion tools. Put a pass- 
word on your computer 
or make any file 
unreadable to anyone 
else. Not for the com- 
plete beginner. £10.00 


Includes over 500 all 
time classic spectrum 
games on one CD for 
CD32, CDTV, Zappo 
etc. Includes actual 
Speccy emulator 
aswell. Only £14.99 


Lucky dip volume 
one contains a var- 
ied range of games, 
demos, clipart, 


tools, samples, 
modules etc. £5.00 


The latest release 
from the Aminet 
series. contains, 
hundreds of tools, 
demos, objects etc. 
Now only £14.99 


Password & file encryp- 


1 Magic User Interface 
4 will compliment Magic 
Workbench to enhance 
<i your Workbench even 
7 more. Knowledge of 
Shell is required. 
Only £4.00 


A set of over 50 superb 
professional looking 
colour clip fonts. 
Perfect for Video titling, 
Demo making or Desk 
top publishing. 

Great value at £5.00 


[_] CCF5-2. COLOUR CLIP FONTS 3 


This pack includes 
C64, GAMEBOY, 
BBC, VIC20, IBM, 
SPECTRUM 
SINCLAIR QL & 
ATARI ST emulators 
Only £5.00 
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Retrieves lost or dam- 

aged files. Undelete Spectrum 48 

deleted files. Repair, BBC znx 

Salvage or Validate C 64 Servic 

almost any Amiga dos 

disk. Including Hard dri- 
Only £5.00 
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Includes:GRAVITY SIM 
ELEMENTS TABLE 
UNITS CONVERTER 
GEO TIME 

CLOUD CREATOR 
EVOLUTION MODEL 
3 disks for only £7.00 


Girls and more girls, 
loads of 256 colour 
girly pictures, for 
| use on the A1200 
only. 
All 3 disks only £6 


With this language tutor 
Bm YOULCOHIA ea Record, CD, Video 
eee ic na At fol | [Rte [ee © || and disk collection 
Sp ANISH FRENCH =m aioieateowecsi| with this superb set 
GERMAN, ITALIAN & Heurt|| Of Cataloging tools. 
JAPANESE. only £8.00 ae £5.00 


Organise your 


Imagine objects of 
MACLAREN, 
WILLIAMS and BENET- 
TON Formula One 
‘\) motor racing cars. 
“| (4mb recommended) 
Only £6.00 


[_] RTR6-3. RAYTRACED RACERS 


| The complete graphics 
manipulation and con- 
verter set. supports 
=)| GIF, IFF, BMP, PCX 
sees) etc, etc. 


Only £5.00 


Includes Lightwave 
scenes & objects of the 
Delta fighter, Soul 
Hunter, two Vorlon 
space craft, B5 Station, 
two Jumpgates & nebu- 
lar space dust. £7.00 


[]BF07-4. BABYLON 5 


Over 50 superb 
quality Eye catcher 
clipart images for 
use in any Amiga 
package. 

Only £4.00 


[_] EYC4-2. EYE CATCHER CLIPART 


SPE5-3. SPECCY EMULATOR & 50 GAMES £5 
SPG15-7. 100 CLASSIC SPECCY GAMES £15 
SPG35-33. 400+ SPECCY GAMES + EM. £35 
CDSPS3. SPECCY SENSATION CDROM £20 


[] SPECTRUM STUFF 


| All 21 volumes of the 

i Encyclopedia on one 

{ CD. Includes over 2000 
| life like pictures and 

5} sound files. Why fill a 

| shelf when you can fill 

§)| your mind? Only £29.99 


Every arcade classic 
you could think of. 
Invaders, Pacman, 
Asteriods, Frogger, Q- 


bert, Missile command, 
Tempest, Centerpede 
and loads more. £9.99 


All the best and 
most useful tools for 
your Amiga. 
*| Includes Hundreds 
»{ of essential utilities 
Just £9.99 


——- 


"ROMPIN STOPIN- DODGE DOYS” 


tains: Animations, 
Sound samples and 
hundreds of pictures 

Only £27.99 


cl STARTREK MULTIMEDIA CD | 


The biggest collection of Clipart available EVER! 
Colour + B&W IFF, EPS, Pagestream, GIF, PCX, 
BMP, TIF, Pagesetter, WMF. Over 60 catagories. 
DOUBLE CDROM.._ A bargain at just £17.99 


[|] WORLD OF CLIPART CD 


eee | COVER STORY P. 40 | 
o, that Harry chap, then. Swanned ss 


Off wuitty bis gislysto skyer he Nasi) Envirocop a load of this! Yes, Graftgold's 


| & leaving us lesser mortals to pick up 


| the broken pieces of our beloved magazine gun-totin’ same Virus gumshoe i is swivel- 
j so that you, dearest chums, might have ling his cute little robotto on t 
| something to read on the toilet. Still, as you gs oe 
| can see it’s worked — because this spank- , 
‘ing brand-new 100 pages-worth of golden 
trouser that you hold gently in your paws is 
- utterly brimming with hot news, previews, reviews and how-d’you- 
dos™. Hottest of all is the substantiated rumour that Commodore 
has at last been taken over. Escom, the company responsible, 
seems to have a marketing strategy and everything — something 
that we Amiga owners have been praying for over the last few 
years. If you've entered the Fancy Football League you'll find the 
results on page 89 (although don’t bother if you've picked any Liv- 
erpool players!), and there's fun to be had with the more ludicrous 
entries to the Chaos 2 competition over on page 92. Aside from 
that, let me just say that Matt has shaved his beard off again, and 
we're going to be taking new. photographs soon so if you don’t 
want to see his paced ugly Ugly write in and tell us. Please. 
Andy Nuttall, 
editor. > SP _ — ong rs 
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Sea Tae  —sThis month’s | E shocker... Welsh softy 
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a summer's day! 


BATTLE TRUCKS oe eas Rl EVIEW Ss 46 ‘ho E | The musical. 
wentaerebeeurtvensetesaerssts os eee ena ee eee ora seebicoesiecs NEWS i me 

BEHIND IRON GATE s wip 30 SPECIAL 5 A CUP OF TEA 
santacrsagaunsasiseedd sesecieetSetreceersacesisseace nese ar Toate rotate ersasasuaae sesceveecenseeunestenteecenreentee pecan ibuve commodorelies: WITH... 

CHESS TTA. a WIP. 23 David Pleasance sulks! Audiogenic! Some people 


seavucedusesdeneeecesevesetuesesencs sana Sincere TET RAR ta A1200s on sale in August! associate this company 


CHAMP. MAN. ITALIA REVIEW 50 And it’s all true! : with the production of low- 


SRE E OSE TRUE CaS OO TIERS DEA CLIC CCOS oT OORONCIO : etal eecbeoarietlta Oi eel es eee end games. But is the repu- 
et ea aos ORDINARY NEWS tation justified, or even 
COLONIZATION Benes we Se RSENS, 22 Fascist PD is, frankly, more : fair? Andy Nuttall is the 
eee than a bit sickening... twerp with the fairy-cakes. 
RALLY CHAMPIONSHIPS _ pee | R EVIEW oa 44 
F4: WORLD CHAMPIONSHIP. WiP ee 34 
FRONT LINES nes ae WwiP 36 | GOD IS AMERICAN GOIN’ DAHN! 
Bray pe eA SEE LOIRE NESE EER aS EE TEER TA se ceeceecactersescensscesevascecsescceesscccccccccceccecs The divine Sid Meier has : Part 3 of our Polish game 
pS Deane been at it again, but this spectacular. This time with 
HIGH SEAS TRADER MENTE Sana R EVIEW rettaaduasseaceecsnce 52 time it’s 1492 and time for a prison setting. 
a spot of Colonization. 
JUNGLE STRIKE CD32... REVIEW a... 37 : §% LOST IN LIMBO 
aN POLES APART The Marie Celeste and The 
LIMBO OF THELOST we. 32 | Doomski! Yes, it’s high time ™ Four Horsemen of the 
xe the Warsaw pack showed a_ : Apocalypse squeeze under- 
NAN. UTD: DOUBLE REVIEW 54 bit of bloody solidarity! na : neath some poles (doh!). 
3 i | Seaman 
PGA EURO CD32 REVIEW 56 EAT MY PAWNE 
Cee eee eee Oe eee eRe Dee eE ESO SOS EE ee DESEO ES SODSESESESEOHSSST ESSER ESE SESESETODE SEE HESS ES ESE SEUSS SEOESEESSESESSES TOSSES OSSESEEEEEED What's on the board | "4 
young Master Mat > 
PINBALL ILLUSIONS CD32) REVIEW... of | thetsodedeiche Smell | to its success. | 
: Ray = 2) Prost! Aha- 
SHADOW FIGHTER CD32 REVIEW uu... 36 © ha-ha! > 
SUPER LEAGUE MAN. CD32 REVIEW 56. ee, | «9 f FRONT LINES ) 
i ~<a : The future's bright. The 
SWITCHWORLD wip 26 PO ag future’s ugly. The future is, 
er susaeaesasorn susuaesuscer sauces terest eee ENG ORES TSU SET SAEETapaee pia bu Cs Taso Steere NTU : s ee | Be Ha NT Rete es 
TOWER OF SOULS REVIEW 48 a | a ee dreadful place, full of 
eavecdacceccccsecececctseccceceecectsosececceccocducaccecccesccescsecsecesssececsccaceessecsecsecccccecccsccesccccteseecceseecacs & é <= é = é £. S.C.A.B.s, where even 
) virocop REVIEW 40 | GB = 6:2 £06 S movement is restricted to 
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UPDATES 
Pinball isn’t real, claims 


Peshwari naan... Whirlybird : 
plops on hostages — the 
shocking pictures... Golf 

Circus explodes in Tahiti... : 
My old man said follow the : )igs 
van, but don’t dilly-dally on : = 
the way — a full report. 


ee REPLAYS! 


REPLAYS! 
Tornado makes whoopee 


cushion noises... Napoleon 
Solo wins Wild Cup... 


Pa) Goldilocks ate my keeper, 
VIROCOP ah CHAMPIONSHIP wails Sensi devotee... : 
It's undeniably cute, it’s MANAGER ITALIA ‘Margi Clarke can act’ sate STANCE NM 
unequivocally blasty but — : Football management but, claims undercover fish... 
and this is the important crucially, this time, in Italy. 
bit — is it any good? Had | a nutshell about my y iPS 

person, those are the words = 

RALLY | would be endeavouring to | 
CHAMPIONSHIPS Rie cram into it. DUNE Il : VALHALLA: BTW 
Cars. Mud. The Welsh PERF R z 2 Marram grass 3. A draught of ditchwater. 
hills. Sounds like a f 3 
recipe for disaster. SWOS TIPS DAWN PATROL 
Or a peculiarly 64 That update disk. Again. Hun for all the family. 


revolting pie. Or Lee, Ae en ; 
does it? Tee i ieee LEMMINGS 3 JUNGLE STRIKE 
The Dave Clark 5. The Tropical Matches. 


BATTLE TRUCK 


Not, by all accounts, a 
lorry, lorrylaughs— but: 


then again who knows? 


HIGH SEAS TRADER CANNON FODDER 2 
Turns out to be carrying a ‘Kill Aliens’ denouement. 
cargo of foul smelling her- 


: 76 CLASSIC TIPS 
ring. Cod alone knows what G)) COMPETITIONS : iM 


Roman noses. SS 


the punters will hake of it. 


[Br GEES es eae eet Salmon, some plaice, will [| 
Sng eget cree, neta probably pike it — but it'll BLACK GOLD D.A.V.E iS Ny 
Beene | be a fluke, | tell you. Fancy winning £200 worth BOMBER Tt arth 
gen | of Black Legend games? All Win a fabulous siedeel [Ml wareess 
Se MANCHESTER UTD: for your very own to coddle: yp jacket, S| | ae 
Boos : THE DOUBLE and cuddle and g SSeS ring the OT eh | 
a: But not, happily, you will goo, diddums et . ble D.A.V.E. | 6 


recall, the elusive treble, You do? Get yours f down sae should Wear it 
TOWER OF SOULS : thanks to The Villa, who to page 15 pronto, then. {:a}jaear if | were you. 
Blatant RPG-ery, by thun- have since payed dearly for aS 
der, no doubt involving a Mp having the cheek to win. A iNtoeaoaldeal 
C 
tallish building and The # game. Once. Quite a long AF ER tos ) MW 
Best of Tamla Motown. time ago. 


SNIP & SURGE BACK ISSUES 
Your hints and tips fondled : 8) Slipped disks. Aha-ha-ha! 
by Doktor Matt. 
04 RECOMMENDED 


PD ZONE Pies. Wind in the Willows. 
Not actually a ‘Zone’, more : Girls with red hair. 


fi 
ary 


of a play pen. 

ELIZA 
FANCY LEAGUE BG Team 17's deeply Alan 
Did you do worse than Bunker brags to the slag 
Dominik Diamond? with the nag. 


The er, amusing entries. Sizzling Summer Sex 


GRASP MY WEAPON : Oe NEXT MONTH 
Which didn’t win. Special! Sausages! 


92 


SEC i OR 


BO. 0O-} 


ie Captain Nuttall has, | 
lost all his senses. . He's 


choice font the menu | 6b 
3. As for myself? Well eens 
| to a local Wimpy bar and an. 
endless - supply ‘of Juncheon. : 
vouchers 1 have managed to st 


remain calm, not to mention 
12 stone 13 pounds. I've also. 


‘feasted upon our ne 


What about you? 


SPRINT Deepa seated arenes ae yen deep Mie OE 


aetna enn crn dene ecie a meena ofa dane ceind 


Se 
osh we're teasers aren't 
we! We go and give you 
a, erm... tasteful strip 


disabled! Ha! And that’s just 
half of it. Yes indeed, this is 


me includes, along with | 
ligent and believable 
onents, tons of chit- 


It’s all pretty simple stuff to 
t into, so get to the options 
reen, and sort out what sort of 
game you'd like to play. From 
re you can choose from one 
id two-player games, as well as 
yractice game (where the 
nouse picks up the cue ball) or 
na demo game. You can 
lect the colour of 


FRIDAY NIGHT 


the table and balls, as well as 
whether you want to play 8 ball 
or a custom game. Of course, the 
strip option doesn’t work (Damn!) 
but there are details on the disk 
about how you can obtain the 
full game. After that, just 
click on play, and then 
choose your opponent. 
Once the actual match 
has begun, the controls 
are pretty damn obvious 
(but this is Boot Sector, so 
let’s patronise you just a bit 
longer!) Okay, where do you want 
the cue? Just use left, right, up, 
and down to get yourself into 
position, then press fire. You can 
now set where you want the spin 
on the ball, again, by using the 
fire button. Once this has been 


COVER DISKS\< 


= 


selected, the power 

bar will move up @& 

and down, and with a 

press on the old button, let rip 
with your shot. The usual rules 
apply, so don’t be potting the cue 
ball, or your opponent's ball for 
that matter. 

As with the best games, there’s 
not really much more to tell you, 
so until you get the full pukka 
game, grab your self a copy of 
Playboy, load up the game, and 
enjoy yourself as best you can! | 
thank you. 


Look, | know we said you were getting the Super Street Fighter 2 disk this month, 
but, well, things didn’t work out as we'd planned (Andy is still editor, for instance). 
Still, it is definitely coming next month (and I really do mean it this time). While 
you're waiting, let Matt Broughton to distract you with some excellent demos! 


BOONDAR 


The One & Frentic (NOT PRD.!) 
FRIDAY NIGHT POOL 


Public Domain 


VIROCOP 


Renegade 


iA 
4 


ee 


Above: Lots of options abound — 
and this is only the PD version! 
Send off a fiver, and you'll get the 


full monty! 


HE 1st - set a 

! angle. 2nd - ! 
set spin. 3rd | 
i select shot | 


ower.  ! 
P a 


Slow 
clock- 
wise 
rotate. 


Fast clockwise | 
rotate. 


Choose your opponent... 
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ell helloooo0o 

dolly! What's this | 

little groovester 
of a game then? Well, it’s an 
absolute beaut’ going by the 
name of Virocop, and if you 
haven’t already sucked up our 
enormous four-page review, er... 
do. No, really. It’s a corker! 

The storyline here is that you, 
D.A.V.E, are sent into a number of 
computer games to kill the nasty 
viruses that have developed there. 
Our demo actually gives you a full 
level from the sports simulation, 
‘It’s a funny old game’, so you can 
expect tons of footy, tennis, 
snooker, etc. related japes. As 
you'd expect, there are billions of 
things out to eat your energy up 
(which, incidentally, is shows by 
the battery in the bottom left, 
along with your remaining lives) 
all of which can be dispatched 
using either your standard bullets, 
or with bombs and mines. 

Once destroyed, most baddies 
give out a number of ‘bits’, all of 
which can be collected for point 
bonuses, while others will release 
power-balls. In the full game, 
these balls can be collected and 
used as currency when visiting 
the weapons shop after each _. 
level. Er, but you can’t do any- [% 
= 


attractive huh? 


Along with all of these lit- 64 ba 


tle goodies, you will also find bat- 
tery charge-ups (little flashing 
gold, er... things) and special 
weapon pick-ups. Again, these 
can be accessed using the lovely 
space bar. 

The real point of your being 
though, is to find the nasty green 
viruses (sort of three-dimensional 
bogies) that plod around the 
game zone spewing crap. Shoot 
these little buggers for long 
enough and they'll blow up ever 
so nicely, leaving you with one of 
the letters needed for the pass- 

word. Once all of the viruses on 
Here’s the box for your ‘virtu- 


al’ sports game. There are 
more in the game, obv. 


ae 


thing with them here. Still, Eoa% 


4 


| Fire (God, 


why do! 


: bother?) 


Down 


SPACE BAR 
Cycles through guns, bombs, 
and mines 


the level have been elimi- 
nated (the number by the 
score) you can head for the 
exit and onto the next level. 
When the game first loads up, 
there are a number of options 
that you can choose from. Press- 
ing F1 allows you to alter the play- 
er set-up and controls. Once in the 
options selection screen, F1 tog- 
gles between one-player and team 
move, while F2 and F3 change 
their control selections. F4 sorts 
out whether you want music on 
or not, while F5 allows you to 
enter any passwords found. The 


There’s one simple rule: 
Kill everything that 
moves! 


your fried eggs! (Which have, 
apparently, fallen on the floor.) 
But wait! What's this? It’s 
almost as though Jo had sudden- 
ly crept up behind me, tapped me 
on the shoulder and said “Matt, 
there’s not enough text to fill up 
Boot Sector.” My god! Whatever 
can we do? This is a job for 
SPACE FILLER-MAN! See, already 
the peril is controlled. Phew! 


The Small Print Bit. 
1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known virus- 
es, we can accept no responsi- 
bility for damage caused by 
viruses which may have 
escaped our attention. 

2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 
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“+ Join up to eight friends and 
graphics and smooth scrolling scenery. ~~ 


¢ Play at any of 24 original courses. = 
¢ Available for Amiga & PC. | kw INTERACT VE 
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© 1994 Sensible Software. © 1994 Virgin Interactive Entertainment (Europe) Ltd. Virgin is a registered trademark of Virgin Enterprises Ltd. All rights reserved. 


fter 362 days of nail-bit- 
ing, boredom and occa- 
sional despair Com- 
modore’s future has finally been 
secured. And doesn’t it look 
good! The wearisome battle to 
own the company has been won 
by Escom, the German-owned 
manufacturer and retailer of PCs. 
It paid $10 million for the rights 
to all the trademarks, patents and 
technology associated with Com- 
modore and, of course, all the 
remaining stock. 

The new owner has already 
promised to start manufacturing 
all the existing machines again 
and to plough resources into 
designing new ones. 

It’s a great result. Before the 
decision was announced many 
insiders suspected that the even- 
tual owners would really want to 
“asset strip” Commodore. 

In other words they would flog 
off the remaining kit to generate 
some cash, and put Amiga chips 
in, say, printers without necessar- 
ily building new home computers. 

But Escom doesn’t give this 
impression at all. Quite the oppo- 
site. Escom’s UK MD Bernard Van 
Tienen said: “We will definitely 
restart production of the Amiga 
4000 and 1200, and we 
expect to have them back 


in the shops by August. We 
haven't decided yet what to do 
with the CD32 and A600.” 

Insiders believe Escom_ will 
revive the A600 (which was delet- 
ed before the old Commodore 
ceased trading) at a new low 
price to encourage kids into the 
Amiga habit. The first place to 
stock the resurrected machines 
might well be Rumbelows, 
because the collapsed chain was 
bought by Escom over two 
months ago. 


FUTURE PERFECT? 


Looking further ahead, Escom has 
pledged to improve the two 32- 
bit machines and to crank up 
work on the mythical “Power PC” 
Amiga, which will run Windows 
and Mac operating systems. 

It really believes in the multi- 
media qualities of AGA architec- 
ture and predicts an Amiga set- 
top-box “will become the future 
of Interactive TV”. . 

Even more amazing is the deci- 
sion to begin producing Cé64s 
again. Escom has Eastern Europe 
markets in mind here. And as a 
German company, it should know 
something about them. Obviously 
weaning Poland, Rumania, 
Hungary and_ the 
rest on Com- 
modore 
machines 
= could pay divi- 
» dends if these 
- countries start 
~ getting rich. 
Then there’s 
my the Far East. Chi- 
nese games com- 
pany Tianji has 


Easter was a rather appropriate time for a 
resurrection, don’t you think? Escom obvi- 
ously thought so. It paid $10 million to 
bring Commodore back from the dead. 
Here, The One outlines Escom’s plans and 


reveals how it won the battle. 


been granted the rights to make 
and sell Commodore machines in 
its home country. Again, China 
could be a huge market soon. 

Finally, Escom has decided to 
make Commodore-branded PCs 
again. This was a disaster the first 
time it was tried. Mind you, 
Escom has built its success on 
badging PCs and selling them 
through its own shops, so it 
should know what it’s doing. 

Not bad, eh? The decision to 
give Escom the nod was agonis- 
ing right to the end. The final 
showdown took place in New 
York on April 21— just eight days 
short of the first anniversary of 
Commodore's limbo. But even 
after a year there were still last- 
minute shenanigans. 

A few days before this date 
Commodore UK's well-publicised 
bid was withdrawn by an obvi- 


ously saddened David Pleasance 


and Colin Proudfoot. 

The team is now hoping that 
Escom will use former Com- 
modore personnel to run its UK 
operation. Neither Pleasance nor 
Proudfoot could be contacted at 
the time of going to press. 
Although they had appeared 
hugely confident ever since July 
1994 when they first announced 
it, the bid apparently fell apart 
because of wrangling among its 
investors. This left the way open 
for Escom, which had announced 
its participation in the battle just 
a few weeks before the auction. 
Escom’s offer of $5 million with 
no strings attached was more 
than its rival CEl could match. 

But then, from out of nowhere, 
came Dell. The PC giant was will- 
ing to pay around $13 million for 
Commodore. But its bid came 
with certain conditions, and Dell 
insisted on having 31 days to 
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have a better look at what it 
hoped to buy. Escom doubled its 
no strings attached offer. The liq- 
uidators, faced with a kind of 
Play Your Cards Right scenario of 
$10 million now or an uncertain 
$13 million later, plumped for the 
cash. And so ended the most hor- 
rible year in Commodore’s distin- 
guished history. 


PAST INDICATIVE ? 

The trouble had started long 
before the liquidators closed the 
whole thing down last April. Like 
the First World War, everyone 
thought it would be over by 
Christmas. But it wasn’t to be. It’s 
been said that Commodore was 
as complicated an organisation as 
Robert Maxwell’s, and that it 
took a year just to unravel it all. 

This was presumably one rea- 
son why Commodore fell apart in 
the first place. There’s little doubt 
that some — ahem — “unortho- 
dox accounting” had been prac- 
ticed by the old US management 
in an attempt to artificially inflate 
profits and losses. 

Then there were the private 
jets, the chauffeurs, the huge 
mistakes with CDTV, and the 
doomed PC division. They all has- 
tened the decline of a once-great 
corporation. 

Things had started to look des- 
perate in early 1993. In March of 
that year Commodore posted a 
loss of $177.6 million. The total 
loss for the financial year was a 
juggernaut-sized $356.5 million. 

All the mistakes of the previ- 
ous four years were being vomit- 
ed up at the same time. All hopes 
were pinned on the CD32. The 
32-bit console was acknowledged 
to be the make-or-break machine 
for the corporation when it was 
launched in July 1993. Predictions 
were made of 250,000 sales 
across Europe by Christmas. 


But even the best machines | mR, Be 


take two or three years to 


establish themselves, and [ma | 
six months was never going |g 


to be enough. And Com- 
modore UK was not helped 
by slow software support, a 
relatively meagre advertis- 
ing budget, and an embar- 
rassing TV ad. ba 

No one’s ever given a Bae 


sales figure for CD32, but it was 
probably less than 50,000 by that 
first Christmas. And you can still 
buy them now, which probably 
says a lot. In the three months to 
December 31 1993, when the 
CD32 factor was supposed to be 
taking effect, a loss of $8.2 mil- 
lion was posted. 

Liquidation became inevitable. 
When it came there was heaps of 
speculation about who would 
buy. No wonder. In the Amiga 
and its chipset Commodore had a 
golden goose. And a multimedia, 
multitasking goose at that. Initial 
rumours suggested Sony, Philips, 
Amstrad, Nintendo and Samsung 
were all interested in taking over. 
As potential backers jostled for 
control it seemed the future 
would be sorted out quickly. But, 
as we said, it was a complex job. 

This gave Commodore UK time 
to put together its own bid. On 
July 7 1994 it was announced to 
the trade. Among its: backers 
were — get this — the Chinese 
government! It was so confident 
it even sent tickets out last Octo- 
ber for a party to launch the new 
company it planned to call Amiga 
International. It never happened. 

At the end of last year and the 
beginning of this it all went a bit 
quiet (apart from when US-based 
CEI joined the fray). The Amiga 
community began to think the 
worst — that the machine was 
dead. But trade polls still revealed 
that retailers wanted the machine 
back. Why? Because the public — 
that’s you lot — kept hassling 
them for it. 

With its grand plans it looks as 
though Escom recognises this 
grass roots love for the machine. 
All it has to do now is convince 
the publishers to develop games 
for it. 
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RIDE THE SIMPLE 


WILD EAST 


ore Design has set its lat- 

est graphical adventure 

in the heartland of pre- 
sent day capitalism: Russia. 

The Big Red Adventure is a 
tongue in cheek adventure 
game, which takes its characters 
On a journey across the post- 
communist superpower — from 
the dreary streets of Moscow to 
the icy plains of Zerograd. 


eigners: Doug Nuts (the anorak), 
Dino Fagoli (the moronic boxer) 
and Donna Fetale (the easily 
blackmailed female). Any ageing 
gamers among you might 
recognise some of those names 
— The BRA, as it could be short- 
ened, is written by the same 
company that wrote Nippon 
Safes Inc. 

Like in Nippon Safes, there 


f your running of municipal 

facilities leaves something to 

be desired, then the answer 
is at hand. Secrets Of Sim City 
2000 is a paperback which 
comes to the aid of would-be 
mayors who just can’t balance 
their budgets. 


Author Andrew Banner has 
obviously spend years creating 
cities on his computer. Thankful- 
ly he’s willing to share his 
knowledge — along with even a 
few cheats. The book costs 
£9.95, it’s published by Bruce 
Smith Books, and it’s out now. 


It begins with a plot hatched are four levels to the game, one 
each character's 
story and one to 
eee ce oF bring them togeth- 
& ~ a ee er and reveal the 
eg. * secret twist. It'll 

be out in June. 


by jaded old Red Army for 
generals to recapture ae ee 
Russia for the com- AS 


munists. Caught in 
the crossfire are 
‘three hapless for- 


he “Live” consumer electronics exhibition has been lined up for 
the third year in a row thanks to the appearance of The One at 
the last show. 
Okay, so other factors might have made a difference 
too. But we were there last year — and we will be 
again for Live ‘95. The Games Zone will be next to 
the Capital FM area and, if it’s anything like Live ‘94, 
it'll be bloody packed. The show takes place at Earls 
Court from September 19-24. 
®@ Don't forget the Spotlight show at London’s 
Novotel hotel on June 10 and 11. It’s for Amiga and 
Atari users, and features a range of Amiga-related 
manufacturers. So if you need a peripheral, this 
could be the place. Fiver to get in. 0181 345 6000. 


FOUR WEDDINGS AND A 
BARE BREASTED 


COUNTESS 


D espite the threat of new and better alternatives, the Video 


CD market just keeps on growing. The latest batch of releas- 

es is a mixed bag to say the least. 
Entertainment giant PolyGram has thrown its hat into the Video 
CD ring by releasing the biggest British film of all time on to the for- 
mat. Yes, Are You Being Served: The Movie finally makes it debut. 
Not really, suckers. Four Weddings And A Funeral is the blockbuster 
in question. It steps out alongside Leslie Nielsen’s Bad Golf Made 
Easier and Chubby Brown The Helmet’s Last Stand. 

Meanwhile CD Vision has launched a collection of films from the 
Redemption Video label. These strange horror movies may not be as 
good as they sound, but with titles like Tender And Perverse 
Emanuelle, Flavia The Heretic and The Bare Breasted Countess, how 
could they be? 

The Video CD market is still the preserve of CD32 and Philips CD- 
i owners. The new Sega and Sony consoles are supposed to run 
Video CD, but they're not here yet — and 3DO has just announced 
that it won't be adding the technology to its machine. 

Once again a blow is struck for the CD32 cause — although new 
owners Escom don’t know what to do with the machine yet. They're 
still available in the shops, though, so get ‘em while they’re hot! 


“Tra td AMIGA 
ON KIDS PARADISE 


- seems that the Internet 


isn’t being used solely for 

the purpose of entertain- 
ment and research after all. A 
report from researchers at the 
Wiesenthal Centre in Paris warns 
that certain neo-Nazi organisa- 
tions and other right-wing 
extremists are using the ‘net to 
spread race-hate propaganda. 
Neo-Nazis in Britain, Holland, 
Germany, Norway, Austria and 
the US are all thought to be 
linked via computer networks. 

The unregulated aspect of 
the Internet means the groups 
are using it for communication, 
and, more worryingly, to spread 
revisionist literature denying 
that the holocaust ever hap- 
pened. Bomb-making informa- 
tion is also said to be available. 

Mike Whine, Community 
Security Director of the Board of 
Deputies of British Jews, who 
has been monitoring the activi- 
ties of the neo-Nazis on the ‘net, 
said: “It’s a worrying and alarm- 
ing development.” 


Pe eu 


scom’s announcement 
= that Amiga machines 

will be back in the 
shops by August has come in 
rather handy for Paradigm 
Data Systems. 

The Welsh publisher of busi- 
ness software recently 
announced its decision to 
develop games for the Amiga 
— and it plans to have the first 
one out in September. Para- 
digm is currently signing up 
talented shareware writers to 
its new division. Hip, hip. 


gets to choose types of gas, 
potential victims, and sell on dis- 
carded human remains for profit. 

Thankfully, though, there are 
people trying to stamp out this 
kind of atrocity — not least the 
good old British bobby. D.I. 
David Davis of the West Midlands 
police is Britain’s first ever 
‘CyberCop’, tracking down and 
prosecuting child pornographers 
who also make use of the Inter- 
net. He reckons that his methods 
could also be used to crackdown 
on race-hate material. 


Even more alarming, though, 
is the availability of over 100 


neo-Nazi computer games, 
which are allegedly being tar- 
geted at children. The ‘games’ 
include Concentration Camp 
Manager, where the ‘player’ 


e OFFICIAL FIA F1 
RACING WITH REAL 
TEAMS AND DRIVERS 


© 16 SENSATIONAL 
CIRCUITS 


e SPLIT SCREEN TWO 
PLAYER OPTION 


e BEST ROAD 
ROUTINE YOU WILL 
EVER SEE ON THE 
AMIGA 


doh 
a) ee 

FOIA LN | 
WORLD, 


sibildlostsall? 


F1 “Give us a Fiver!” promotion 
Ferry House, 51-57 Lacy Rd, Putney, London SW15 1PR 
Customer Help-line 0181-780-2224 


OPIATE paki concen 


Ge 


(1) 
(Acid) 


(2) 


(Renegade) 


»(—-) 


(Krisalis) 


9 (5) 


(Acid) 


(21st Century) 


(EA/Bullfrog) 


7 J) rire 


(EA) 


(Team 17) 


> (3) 


(Daze) 
(9) Beau Jo 
(Virgin) 


WORMS AR 


e like to keep our 

readers informed as 

much as possible, so 
it seems only fair that you 
receive the latest shots of the 
forthcoming Team 17 smash, 
Worms. You'll be glad to know 
that they haven't lost any of the 
Original version’s charm and fun, 
but Team 17 has souped-up the 
graphics to look a bit more sub- 
stantial, as well as having added 
a few more toys for the player to 


ZAPPO COMPATIBILITY 


-ant to know which | 
| CD32 games will work — 
on your Zappo Al 200 


©D hives Looky NEUE, then. 


muck about with. First up is a 
bungee rope that now allows 
you to drop down from exposed 
sections of scenery, while a bat- 
rope means you can swing and 
climb from down below. Air 
strikes can be called into specific 
co-ordinates, while killer sheep 
can be set on other players (a 
brilliant inclusion if you ask me). 
That's it, really. Expect Worms 
sometime later this year, when 
we'll bring you the full review. 
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lack Legend. It’s a great 
SS name for a software com- 

pany though, isn’t it. 
Black...Legend... Orson Welles 
would have said it atmospherical- 
ly, Richard Burton passionately, 
Keanu Reeves with the emotional 
intensity of a turbot, but James 
Mason, James Mason would have 
said ‘Black Legend’ best of all, 
wouldn’t he? Like a velvet 
dagger slipping 
politely into kidney. 
You know what | 
think of when | 
hear the words, 
‘Black Legend’? | 
think of some- 
thing evil, 
something with 
what -| believe ~ 
_ writers of fantasy | 
novels call, ‘a dark | 
purpose’. A thing with 
no name, neither man, nor 
beast, with eyes like radioactive 
rosehips and an rustling, indeter- 
minate shape. Like a rude word 
dwindling in the vestry, or a 
malevolent trump hissing spiteful- 
ly under the bed-clothes. Not nice 
things no, precious. Not a pickled 
onion, no. | : 

Black Legend. A dark name for 

dark deeds, then. Well, no actual- 
_ ly readers, it isn’t. Black Legend is 


__ hereby officially great and nice, 


Our cosmopolitan ee at Black Legend have got an awful lot of new games on the 


go at the moment. Hmmm... | wonder if there are any going spare? Time to whip out 
the trusty begging bowl for another competition! 


IT COULD BE YOU'S 


POT BLACK 


| 1) Tower of Souls 
| 2) Football Glory 


‘cos you know what the company 
with the sinister name has only 
gone and done don't, you? It’s 
only gone and given us loads of 
games to give away, that’s all! 
Loads. So let's see, the first five 
names out of the spooky Victorian 


Black Legend Topper will win... 3) The Clue 
ooh at least seven games each. 4) Voyages of Discovery 
That's loads, isn’t it? Yes 5) Embryo 


that’s SEVEN games. j ~ 
Each. Worth over 200 | 6) Tactical Manager 2 


of your earth | 7) Leading Lap 
pounds! Really, } iT — 
we spoil you. 
Just answer 
the following 
sort of Black 
Legend relat- 
ed-ish ques- 
- tions and send 
them to: Black is 
black, | want my 
baby back, The One, 
Priory Court, 30-32 Far- 
ringdon Lane, London EC1R 3AU. 
Do not forget to indicate 
which Amiga you have ims 
as some games are /ijges!\- 
available in ; WY Wan . 
both A1200 and f q ‘ 
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LETTERS 


iLetter 


Always, you are asking me these questions at the end of long and rambling 
letters, making it completely difficult for me to be making an especial 
‘Questions’ space/page/ghetto. STOP IT! All you will be getting then is 

pages of letters with questionings at the endings. Which is not the idea at all. 
Commune with us in Cyberspace at theone@cix.compulink.co.uk or via the 
comfortingly solid traditional media at The One, Letters, Priory og 


Court, 30-32 Farringdon Lane, London EC1R 3AU. 


QUASH TOSH 

Dear The One, 

| am Joseph Quashie, 16 years 
old, 17 in June. | have sent you a 
sample of my writing, please 
read it and if it’s good enough 
get in touch. The article starts on 
the second page. 

| think you should employ me 
as a reviewer or columnist 
because | feel | can represent the 
voice of the teenager which has 
not really been allowed to speak. 
Before | wrote, myself and my 
neighbour often thought that 
some of the reviewers in maga- 
zines were a bit daft and didn’t 
really know what they were talk- 
ing about when it came to 
games and_e related 
material, so | wrote 
this in the hope of 
getting the mm 
chance to air our Y 
views. 

Currently | am at 
college, studying for a 
National Diploma in 
Engineering. So you can see | 
am not really looking to become 
a journalist or earn a lot of 
money. What | am hoping to 
achieve is something construc- 
tive to do between studying. I’m 
not saying | don’t want any pay- 
ment but we can’t have every- 
thing can we now? My creden- 
tials are, | have a double B grade 
in English, literature and lan- 
guage and Bs in Maths and Sci- 
ence also. | have a great interest 
in the Amiga/Computer Society. 

J. Quashie 
Acton 


Dear Joseph Quashie, 
| am not Joseph Quashie, 16 
years old, 17 in June, and | have 
stepped in more literate piles 
of doggy-do. My credentials 


¢ THE w 


are that | have read your article, 
a few extracts of which |! re- 
print below for our readers’ 
amusement and in the earnest 
hope that you will for ever be 
denied gainful employment or 
remuneration by any self- 
respecting publisher of works in 
the English Language — though 
your chances of appearing on 
the Booker Prize shortlist must 
remain fair to middling. 

There now follows a series of 
hilarious excerpts from ‘What 
Magazines are for’, by Joseph 
Quashie. 

1) “...A bicycle can only do one 
thing, a rubber duck again can 
only do one thing, but a mag- 
azine!, an invaluable 
product in_ today’s 
society...” 
A 2) ”...[a magazine 
is] “My way of 
keeping up with the 
ever increasing 
amount of products 
available for my reliable 

Amiga 1200, and a cheap 
way of seeing what a product is 
actually up to before | go and 
blow the twenty-five quid that 
my generous brother has just 
given to me.” 

3) “And who was it who came to 
the rescue when you broke that 
glass and when you spilt that 
drink all over the kitchen lino. 
Yes, it’s true the magazine is one 
of the most important, well, 
useful things that man has been 
intelligent enough to invent.” 
4) “This is what 

putting pen to ne 
paper is about, 

saying what has tobe ~ 

said and specialist 


magazines do 7 
tf 
¥ 


this, | feel, 


rather well.” 


ao 


PC TURNCOAT 
Dear The One, 
Methinks I’ve made a big mistake. 


become a 
man. He has a 
well paid job for which 


fo) 

Many moons ago, a small boy is fis he has to wear a funny 
allowed to play Elite on his j hat and ‘nick’ people, 
friend's BBC computer. He and at last after five 
becomes hooked. Unable to o long years slavering 

afford said machine, he ? he finally acquires . 
buys its lesser sibling, sot an the revered A1200 ‘) 
an Acorn Electron, (go vo, 4 and his life is complete. { 


on, snigger). He immers- | vv 


es himself in the world of 

text-only adventures, — 
ploughing through all th 
Adventuresoft and Quest-- 
probe games. He receives num 
ous mentions in C&VG’s hallov 
‘adventure helpline’ pages ( 
are you now, Keith Campbell?!). 

But the boy is still not satisfied. 
Images of a chunky brown ‘super 
computer’ appear in his dreams. 
It's a Commodore 64. The young 
lad sells his trusty Electron (blub!) 
and joins the ranks of the com- 
puting elite. 

Ah, those were the days! Com- 
modore User!, Zzap! 64! More 
C&VG mentions! Text adventures 
with graphic stills!! Mike Patten- 
den, Julian Rignall, Gary Penn... 
Our Hero even visits the offices of 
Zzap! for the ‘Scorelord’s Chal- 
lenge’ and mercilessly trounces 
snivelling staff-writer Paul 
Glancey at Cybernoid. Huzzah! 

But what's this, an Amiga? Our 
boy must have one. But now 
times are hard, the 
recession hits and the 

lad must have a car to 
get chicks. And so, he 
steps into a computerless 

-. wilderness for five years. But 
one word keeps appearing in his 
mind — AMIGA! AMIGA! AMIGA! 
and the lad knows his life will 
never be complete until he gets 


” 
Mon we 


eeu 


ie his hands on that wonderful 


machine, with its exquisite graph- 
ics and sound. 
April 1994. 


The boy has 


And what happens? } 
_ Commodore goes bust. 

Sensible and other software pro- 
ducers say that they are no longer 
supporting the Amiga. The indus- 
try in general seem to think that 
the Amiga may well be on its last 
legs. Bugger. 

Yes, that boy is me. And I’m 
cheesed off. So I’m off to Dixons 
to get my hands on a PC and CD- 
ROM. Rebel Assault, here | come! 

Yours with a fond farewell, and 
all my love to Matt. 


MG Thomas 
Caerphilly 


PS. Will still read your mag for the 
‘Fancy League’ results. Spank your 
Monkey Utd for The Cup! 


You swine, MG! Desert us in the 
hour of our greatest need, would 
you? Thou varlet, thou scrip of 
Lackey moth a-flutterin’ around 
the gutterin’ blue lamp of 
naughty shame. ‘PC PC’, is it? Ha! 
— | gob on your epaulettes, | 
break wind loudly and fruitily, 
over your sleeping face. No, but 
seriously, | hate you, MG because 
you spray us with the slurry of 
perfect rectitude. Heads slung 
low with grief, we trudge like 
ghosts through the mire, the 
stench of rotting games eking 
from the stagnation like the very 
taint of death. Thanks ever-so 
much for ramming home the ball 
marked with the logo of our 
inevitable demise, Constable 
Gloater. Et tu, Brute. 


O’ but how 
_ we shall miss 
you, MG — cos 
you do pen a pret- 
_ ty tale, don’t you 
_middear. But then | 
_ s‘pose you get plen- 
ty of practice, what 
with taking down 

all those lovely 
statements Aha- 
ha-ha! “Farewell, Lit- 

: tle Pig,” said the Big-Bad 
Wolf, smiling oh-so sweetly. 


hanky up and down like an imbe- 
cile.). The End. Probably. 


SWOS STICKER 
Dear The One, 
Although it might be a bit late to 
jump on the ‘flaws in SWOS' 
bandwagon, | feel that everyone 
seems to be overlooking the 
greatest flaw. 
| read with a great amount of 
interest the numerous minor 
gripes people came up with and 
agreed with every one, but, John 
Hare, where is the much-fabled 
‘national manager's job’, the very 
reward for 20(!) seasons of toil? 
No amount of updating can make 
up for what | consider to be the 
greatest loss to SWOS and | am 
sure that many more readers will 
agree. Can we hope for a sequel? 
W Shephard 
Malvern. 


‘Little Bo Peep has lost her 
sheep’, but that’s not strictly rele- 
vant is it, W, me old mate? The 
answer to your question is a rol- 
licking ‘No!’ There are complex 
reasons which are far too compli- 
cated to go into here, but suffice 
it to say that including the fea- 
ture you want in SWOS would be 
just too arse-scratchingly compli- 
cated for words. A bit like: 
a(b+c) x 500 = ?. See, it’s a prob- 
lem with an answer, but at the 
end of the day, it doesn’t really 
mean anything, does it? Nice 
thought though. Down Shep! 


CURRIE SAUCE 

Dear The One, 

For over a year now | have been 
out of the gaming scene — | got 
sort of distracted by girls. Any- 
way, now I’m back into some- 
thing far less expensive, my hum- 
ble Amiga! Just like certain brand 
of cereal, I'd forgotten how good 
it was. My first initial thought 
was about your mag, by far still 
the best all-round Amiga mag on 
the market, so keep up the good 
work on that front. In fact it’s so 
good, | want to subscribe (and 
hopefully receive a nice item of 
software thrown in, to boot). Is 


- “Farewell!” (Waves spotted-. 


this offer a thing of the past, am 
| living in the Dark Ages? | can still 
remember when Eric Cantona 
used to kick a football, now it’s 
everything but! Please help this 
out-of- sorts, lost soul. 
Mark Currie 
Kidderminster 
PS. Any plans for On The Ball 2? 
What a game! 


Dumped you has she, Mark? Like 
a woman who is sick and tired of 
being embarrassed in public by 
your dire attempts to be jocular. 
Hardly any of your letter makes 
any sense whatsoever, but, Mark, 
| am delighted to be able to 
reveal that the free software offer 
has (temporarily) been with- 
drawn. Which is no bad thing, if 
the only response to our generos- 
ity is incoherent gits like you rab- 
biting on about Cantona and 
repeating yourself like a mad 
spring onion. Spring onion. The 
answer to your OTB query, is ‘I 
don’t think so’. That‘ll be £47.40 
for the subscription, and another 
50p for this insult, Mr Currie. 
Motors. Nice people to do busi- 
ness. With. 


GONE FISHING 
Dear The One, 
Can you please help me 
with this problem? My | 
son is a keen fisherman 
and also a computer fanat- — 
ic. Do you remember Jack © 
Charlton's Fishing on th 
Spectrum? Could you tell me ft 
there are any fishing games or PD 
disks around, so that | can keep 
my son in a nice warm house 
instead of catching a cold down 
by the river? He’s got an A500 
with a 1Mb upgrade. 

A Pearson 

Bedford 


Yes, fishing can be a terrible 
problem can’t it Mr Pearson? 
Hake my advice and don’t har- 
poon too much to your son about 
catching cold as the dace will 
soon be both long and warm. I'm 
a-fried we all floundered about a 
bit trying to think of a sole fishing 
game for the Amiga, and could 
only come up with Gulp. Which 
isn’t really what you mean, is it? I 
suppose that Subwar has a few 
piscatorial moments, whale the 
adventures of James Pond always 
stickleback in my mind as featur- 
ing, er... at least one fish. Here’s a 
ray of hope for you, though, | 
hear that crack EC commissioners 
are soon to ban fishing altogeth- 
er, so your son will be able to 
spend all his time stuck at home 
in his bedroom playing sad com- 
puter games. Hurrah! 


LETTERS 


THEME’S LIKE A 
NICE BOY 

Dear The One, 

This letter may come as a bit of a 
surprise to you, mainly because of 
the subject matter. | was reading 
the April issue of your amusing 
magazine when I came (er... | did- 
n't mean it like that) upon your 
article on the CD32 version of 
Theme Park. You said that some 
other versions had some, shall we 
say, flaws in them. Well | was curi- 
ous to know if anyone else out 
there had encountered the same 
problems as me? 

When Theme Park first came 
out | rushed straight to the shops 
to buy my copy, and was thrilled 
with what is really, by all 
accounts, one of the best simula- 
tions on the market. My major 
gripe with it was that when you 
did eventually manage to build up 
your ‘Park’ without going bust, 
the screen update was so slow 
that | had watched three episodes 
of The X-files by the time the cur- 
sor had got to where | wanted it 
to be. Also, the fact that it doesn’t 

_ say anywhere on the 
- outside of the box 


.2 that you need 2.5 
sine Meg to run _ the 

bloody thing off 

the hard drive — 
boy was my life shat- 
_ tered for 15 minutes or so. 
Jell, | thought as I do a lot of 
imations on my computer any- 


; way, that | had better buy some 
~ extra memory. So, having fought 


to get my recently acquired 2 Meg 
Hawk board, with 40MHz FPV into 
my A1200, | hastily installed 
Theme Park onto my hard drive 
and began playing with a new 
lease of life. 


Well spin my nipple-nuts and. 


send me to Alaska if the bloody 
thing didn’t crash. Bad luck, | 
thought, could have just been 
unlucky, give it another go. So | 
did — and guess what, another 
crash. And another crash. And 
another etc. etc. Well, | thought, 
this is not on; too late to take the 
thing back to the shops for an 
exchange — | know, I'll ring Bull- 
frog for some words of wisdom. 
And what did | get? Either a con- 
stantly ringing phone with no 
reply, or some woman who does- 
n't know her arse from her elbow 
and was about as much help as a 
Black Russian codpiece. 

Hence, | am babbling to you. As 
you are always spouting that you 
are the best Amiga Mag in the 
newsagents, | thought you may 
be able to help me. Are there any 
compatibility problems between 
Theme Park and my Hawk Board, 
or | have I just got hold of a bum 


copy? Can you spur Bullfrog into 
a frenzied burst of illumination, 
or is this another case of develop- 
ers not giving a toss about soft- 
ware buyers once you've bought 
their product. | would be most 
grateful, to the point of buying 
you a jar of Theakeston’s Old 
Peculiar from a great pub called 
Ye Olde White Hart in Hull, if ever 
you were unfortunate enough to 
float by this way. Yours waiting 
for a minor miracle, an avid 
STING and DS9 fan. 
Sean Martin 
Hull 
PS. Why didn't Team 17 tell us 
that you need half a Meg chip 
RAM and half a Meg fast RAM to 
run Tower Assault on your hard 
drive? Deserves a kick in the cods 
if you ask me! 


Sean, porn, pudding and pie, 
kissed the girls and made them 
die, when the boys came out to 
play, Mr Martin rang the wrong 
bloody phone number. If you 
look at your manual, you will see 
that the number to call for help 
with Theme Park is the EA 
Helpline (that’s 01753 546465) 
not Bullfrog. Bullfrog is a small 
development house, not a big 
publisher and doesn’t (yet) run a 
helpline. EA passes on particular- 
ly ticklish queries to the program- 
mers, but obviously they don’t 
want to spend valuable game-cre- 
ating time, talking to nob-heads 
who don’t bother to read the 
bally manual properly. Now go 
away and do as you're told, or 
you'll be going to bed without 
any supper, young man! And 
while we‘re on the subject, | 
don’t hold with poofy northern 
beers. Adnams Ale is the best 
beer ever sucked from mortal 
hop, or, er... barley, type stuff. 
And you don’t need half a Meg 
fast RAM to run Tower Assault on 
an A1200 either. Take my advice 
fella, and spend a little less time 
in Ye Olde White Heart supping 
translucent gravy, and a little bit 
more time learning how to use 
your Amiga properly. 


SHAFTESBURY A 
VENUE ? 

Dear The One, . 
The only way you can improve | 
your magazine is to fire the 
idiot Andy Nuttall. Being | 
the editor, | presume he i 
supposed to know som 
thing about 
Amiga games. 
In that case - 
could you 
tellhim thatin — , 
his WiP on 
Lost Eden 


Sey 
” 
vitoet art 
ey “ 


es 


he made a mistake. He stated 
Cryo were behind the excellent 
Dune Il. WRONG! Andy, it was 
Westwood Studios who made 
Dune Il. Cryo were behind the 
first Dune game. 

Also, in your Back Issues, why 
is January 1994 on there twice, 
only with different contents? 
Does someone there feel that 
they can’t let go of 1994? 

Can | have a free game for 
showing how inferior Andy is? 
And no, | didn’t fall for the A1(M), 
and please give us a demo of 
Gloom — the people deserve it. 

Stephen Pellow 
Shaftesbury. 


Like, Jack of ‘& the Beanstalk’ 
fame, you start well, Stephen, 
but soon fall prey to Evil. Alas, no 
prizes are available for pointing 
out that Andy is an idiot, other- 
wise Matt and | would be billion- 
aires — Aha-ha-ha-ha! Your next 
two meows are just cheap point 
scoring, so | will shortly be requir- 
ing you to sod off, but before | 
do; only a half-sucked sherbet 
lemon covered in pocket-fluff 
would have fallen for the A1(M) 
story, so spotting the hoax was 
no big deal. Your Official Classifi- 
cation is now non-clever, Steve. 
Lastly and in no sense, leastly, we 
have already given you a bloody 
Gloom cover demo. Stephen, you 
are now cleared to sod off. 


HARDER PLEASE 
Dear The One, 
1 am a regular reader of your 
magazine and | think it is excel- 
lent. | have had no problems with 
your cover disks in the past, but 
your latest disks | found to be a 
bit of a problem. Flight of The 
Amazon Queen was a bit too 
easy. | completed it in 10 minutes 
on my first go. If you decide to 
release more graphic adventures 
on your magazine, make sure 
they are a bit harder please. 
Also, X-Fighter displays an 
Amos window when you take out 
the disk while the game is load- 
ing, but why won'’t it run on any 
Amos program? The game is not 
called X-Fighter, it is in fact Mad 
Fighters. Why was this not print- 
ed on your disk or in the maga- 
zine. Now then, | also have a few 
questions for you. 
1). Are you planning to release a 
demo of Super Streetfighter 2 on 
your fab magazine? If so, when? 
2). Will you release other games 
made in Amos, and if so will they 
work through Amos programs? 


Allan Gard 
Wimbledon. 


LETTERS 


Allan, you clever clogs. Complet- 
ed the FATAQ demo in 10 min- 
utes did you? You remind me of 
the Hare, of ‘& the Tortoise’ noto- 
riety, you smug git (‘git’ is mak- 
ing a bit of a come-back this ish, 
in case you hadn’t noticed read- 
ers). But after all, it was only a 
demo, not the full game, so don’t 
be offended if | suggest that next 
time you feel quite so clever, you 
shave your armpits and shove 
that grotesquely swollen head of 
yours into an upturned chamber- 
pot. So that when you make a 
fool of yourself people will just 
think you are mad instead of 
unbelievably smug and gittish. 
For your elucidation, X-Fighter, 
which is a development of Mad 
Fighter as we revealed in last 
month’s WIP, is written mostly in 
Amos but also something else 
Andy just told me but which for 
the life of me I! can't 
remember. That’s why it 
won't run. The answers to 
your other questions are: 1). 
Next month, as grovel- 


ingly explained : 9° 
Isewh d, 

elsewhere an rote te 

2). No _ idea a 

matey. er, 


A DOG WRITES 
Dear The One, 
Hi there! The coolest of them all 
is back, with more speling mis- 
taks and gramatical bishs then 
ever before! I’m new to the 
Amiga, | only got mine at Christ- 
mas and have read your mag 
since then. Before that | had a 
BBC and hope you agree that 
they are sad, sad, sad, (except for 
Elite and Exile). 
|! am writing about a game | 
thought up called ‘Cat Splatter’. 
The idea is basically to kill as 
many cats as possible while dri- 
ving a coal lorry. You could have 
loads of views including 3D and 
one from the intended victim. Oh 
for a brilliant crimson screen with 
pieces of, er... I'd better not go 
into detail. The big phrase could 
be, “If you like a lot of cat's bits 
on your bonnet, play this game!” 
There will be loads of blood and 
gore! Oh no! Game ratings! 18 
Certificates! Censored! 
Daniel Berkeley 
Windlesham 


| wonder, ‘Dan’ if you are, as you 
claim, an 11 year-old boy from 
Surrey, or, as | suspect is more 
likely, a certain Irish Water 
Spaniel of my acquaintance also 
known as ‘Danny Boy’ who 
behaves like an absolute poppet 
until some poor bloody cat 
ambles along the windowsill, 
whereupon, old flop-ears turns 


into a snarling, slobbering fiend 
like something nameless from the 
deepest pit in the Rhondda. 
Either way boy, you are absolute- 
ly barking and even now, three 
men in white coats are hurrying 
through the ripening corn, one of 
them fumbling at the tan leather 
straps of a straight-jacket. His 
name is Clive. 


A NICE GERMAN! 

NO REALLY! 

Hi Guys! 

Erm... wait a minute... oh no... 

Why the hell didn’t | see that 

you'd gone electronic half-an- 

hour ago? Gnaargh! I've waited 
e ages for you 

; to get an E- 

iy Mail address, 

My and as soon as 
_ | decide to write 


Sad 
ey to you in a more 
ete traditional way, 
on you get one! | try 
writing very 
much, OK? 


First of all: Yes 

ws you are the best 

~— Amiga magazine in the 

entire Universe, although it’s 

t very easy at all to get a copy 

of your extraordinary paper down 

here in good ol’ Germany. Ha, no 

way mateys! Yes, | really love 

going to Maastricht NL to buy my 
exemplar there! 

Secondly: Because of being a 
rather nice guy, | want to correct 
one thing. You always tell your 
poor, poor readers that there is 
no CD-ROM drive for the A600, 
but actually, there is one, namely 
the Overdrive (for instance). Well 
you can’t use the CD32 soft of 
course, but you can get loads and 
loads of Pics, PD modules and 
other stuff for a bargain price, so 
cheer up Kevin from Caterham! 

Thirdly: Speaking of AGA stuff 
reminds me of something — I’ve 
got brill news for all Amiga freaks 
that own an old amiga with a 
graphics card, such as the great 
Picasso II. The good news is that 
you can play AGA games like Sim 
City 2000 on your system. Of 
course you still need 4Mb and a 
hard drive, but the only other 
thing you need is some sort of 
screen promoter to let the graph- 
ic card do the display. You see, 
the only thing Sim City wants is a 
256 colour screen and a Picasso 
really laughs at 256 colours. A 
friend and | had terrible fun play- 
ing it on his A2000, Picasso II 
O40CPU. Who said this game is 
slow! It should be possible to run 
other AGA-only games _pro- 
grammed in a system conform 
way (eg. Theme Park). Just have 
your own tries! 


i” 
Ee 


Hmmm... I'm sure there was 
something else. Yep, | am a mem- 
ber of The Amiga Taskforce, a 
legal (!) group of devoted Amiga 
freaks and we are still looking for 
even more members. Some British 
guys would be great! So, come 
on, contact us, no matter what 
you do with your Amiga, our 
group is based on pure friendship, 
every Amiga fan is welcome. 

| really hope that you do not 
make me git of the month, 
because of all the mistakes | prob- 
ably made., See | am a German, 
and | did my very best. Cheerio 

Jeorg Dahmen 

Munich (probably) 

PS. What's wrong with Jo’s Hair- 

cut. | think she does look like a 

girl — but as a matter of a fact so 
does Harry... 


GroBen letter, mate. No, richtig! 
Just haven't the foggiest what 
you're on about most of the time, 
chum. An A2000? Crikey! By the 
way. Achtung! Mein Spiegelei felt 
auf dem Boden. AND HOW MANY 
MORE TIMES MUST I! TELL YOU 
SHOWER THAT I'VE HAD MY SOD- 
DING HAIR CUT! DUMKOPFS! 


HEADBANGER WITH 
CHEESE 


Dear The One, 
Up until now | haven't felt it nec- 
essary to write to my least 
favourite Amiga Magazine, well 
actually, | couldn’t be arsed. Any- 
way, after reading the ‘Letters 
Special’ in the April issue, | found 
myself repeatedly slamming my 
head in the fridge because of 
those spanners moaning about 
SWOS. There now follows a com- 
plete slating of everyone involved. 
What the hell is wrong with 
Daniel Hammond? Who gives a 
poo about Blackburn’s new home 
kit? It’s still blue and white, isn’t 
it? I'd also like to point out that a 
physio makes absolutely no differ- 
ence to the game play, and in fact 
would get very annoying. Have 
you ever played Kick-Off 2? 

And F. Ahmed says that it’s 
impossible to tell which players 
are good ‘apart from using skills 
on the transfer market and look- 
ing at their price’. Er... well then. 
As for UEFA being spelt wrong, | 
changed mine on the text editor. 
Oh yeah, and Ruben Sosa, 
£4.5 million, 71 goals — 
think you’re good do 
you? I’m playing at Nor- 
wich and bought David 
White (Leeds Utd), a 
for £1M and he ‘t 


ae 


Z 


am 


scored 206. ” 
goals in his” eee 
debut Me 


S@a- yy a 
son. If com- 


puter teams buy players and 
leave them on the bench that’s 
their loss isn’t it? 

What the hell is Paul Ellison 
on? Why play with a South 
African team anyway? So you 
bought a German player for 
£650K and he was passed by an 
£85K defender? All that proves is 
that you bought a slow player. | 
bought Ronald de Boer from Ajax 
and he can’t run for toffee, but 
he’s got a damn hard shot. 

And Mad Matt — it’s not your 
very own goatee is it? Well who- 
ever he is, he must be crap. Four- 
nil every time! Yes it is more diffi- 
cult than Sensi 1.7 at first, but 
hell, | beat Chelsea 15-0 and AC 
Milan 4-0 and that was with your 
bog-standard Norwich. | wouldn’t 
worry about the lack of a mulTti- 
player option in career mode, | 
doubt if you’ve got any friends 
anyway. And here’s the biggest 
flaw in your letter. Impossible 
goalkeepers? Excuse me, where? 

Why doesn't everyone stop 
moaning about SWOS? It is by far 
the best football game on the 
Amiga, maybe the best game on 
the Amiga. | think Sensible 
deserve a good pat on the back 
for making such a good game 
and | take off my hat to them 
(even though | don’t wear one) 
for bringing out an update disk, 
you can’t say fairer than that. 

Marek Walford 
Fakenham (Crappy little town 
near Norwich) 


It’s great to get a letter from 
somebody who is really very 
angry. We like a fella that really 
gets stuck in. Well done, Marek, 
you bugger, even if we think you 
are being a little over-generous 
with your favours. The fact is that 
the original SWOS was a tad 
bugged and Sensi are only doing 
the decent thing in providing a 
free update. Nevertheless, we all 
agree that Sensi is probably the 
best game ever on the Amiga. 
Did | remember to say probably? 
Yes. Good. By the way, | reckon 
your success at SWOS may have 
something to do with the fact 
that Mr. Hare is himself a well 
known fancier of the Canaries. 
See you in the Endsleigh League 
next season mate, sob. | am com- 
ing for you now, Doug Ellis. 


GEEZER OF OZ 

Dear The One, 

| have been buying your maga- 
zine for about two-and-a-half 
years now and I've never come 
across a faulty disk. Until | bought 
your February edition with Shad- 
ow Fighter. When | booted up the 
game in my trusty Amiga 500 


with 1 meg. Then what do you 
know, the title comes up and a 
few seconds after loading had fin- 
ished, BZZZZZZ, glitch, crackle, 
beeeep. | was doomed, until | 
realised that you can send your 
disk to Diskxpress to be fixed. But 
| live in Australia, and to get my 
disk back would take 2-3 months! 
| hate getting my mag two 
months after it’s published. And 
I'll have to wait two months for 
an answer to my questions. What 
a ‘dread’ (eh? — Everyone.). 

Oh and have you seen Star Trek 
Generations? It's fantastic! So, 
now for my questions. 

1). Are the rumours true about 
Flashback 2? 

2). Why is it, when | got to the 
end of Tower Assault the end 
screen was utterly boring, with no 
animated sequences. No doubt 
the CD32 version was yummy 
with rendered 3D visuals. Maybe 
Team 17 don’t care about A500 
owners? | could do better on Q- 
Basic er... maybe not. Still it was 
the best of the Alien Breeds. Is 
there going to be another? 

3). Is the Amiga really going to 
die? Or will Commodore get 
taken over? 

4). Did Shadow Fighter crash 
because my Amiga version is 1.3 
and are there any ways | can 
upgrade to 2.04 or something? 
5). Are the developers of E/fmania 
going to make any more 
pretty games? 

6). Are Megadrive joypads . 
compatible with the A500? 
7). Are either Chaos Engine 2 
or Pinball Illusions coming | 
the A500? 


8). What would you recommend, 


an A1200 or a CD32? 
9). Any chance of Turrican 4? 


Your mag is great, and keep up 


the good work. 
Mr Spooky 
Ballarat, Australia. 


My what a lot of questions, Mr 
Spooky. Still, as you live in a far- 
off land where big white bird still 
fly in sky, | shall be indulgent. 
Sorry about the postage, that’s 
the postage for you. By the way, 
mate, have you seen that Rolf 
Harris public service ad urging 
parents to teach their children to 
swim? Crap, isn’t it? Now for your 
especially time-lagged answers. 
1). No. 

2). Team 17’s Alan Bunker says 
that there is a simple end 
sequence on the A500 version, 
which proves they could be both- 
ered, and no, there won’t be a 
ABIV but there will be a 3D! 

3.) See page 12. 

4). Some A500s have had one or 
two probs with the demo, which 


LETTE 


frankly, is a bit of a mystery. 
5). Yes, Terramarque is producing 
a game called DID, allegedly, 
though no publisher has signed it 
yet. So who knows? 

6). As far as we know, yes. 
7). Yes, and No, respectively. 
8). A1200 probably. 

9). No. 


HA-DO-KEN? 
VERY WELL 
THANKYOU... 
Dear The One, 

So, Matt reckons he’s a bit taste 
Streetfighter II on the old plastic 
box commonly known as the 
Snes? Well, if he’s that good, why 
doesn't he invite me down to 
Emap Towers and I'll give him a 
right good hiding — can’t say fair- 
er than that now, can I? I'll show 
him what a cross-up, five-hit, 
fierce, master combo is. | bet he’s 
already crying his eyes out and 
pooing his pants. 

And as for Super Streetfighter II 
on the Amiga... Sure, | don’t 
think. Why does an obviously tal- 
ented team of programmers 
(because we all enjoyed Mr Blob- 
by) waste its time trying to con- 
vert this game when the result 
will be too slow (arcade speed is 
too slow — that’s why we got 
~ Super Streetfighter 

Il Turbo) and 
nowhere near as 
playable as the 
original arcade 
and console ver- 
sions? | wish they 


ucing quality, original products 
the same manner as Team 17, 
Sensible Software and Digital IIlu- 
sions (because Pinball Illusions 


~ was superb — if only they could 


fix the high-score table bug.) 
Many Ha-do-kens. 
Matron Mark Robins 
Welwyn Garden City 


PS. Start practising Matt! 


Consistency, consistency, Cock- 
Robins, that’s what you must 
learn if you are to take us on. It’s 
no good throwing down your 
gage at the horny feet of the 
freshly-shorn Laird of Updown- 
fireshire if you can’t argue a 
decent case either for or against 
the conversion of games from one 
format to another. | have some 
sympathy with your feelings 
about the time wasted converting 
some games to unsuitable for- 
mats, but, hey, Amiga users 
wouldn’t have been able to enjoy 
the likes of Theme Park, Mortal 
Kombat Il, Bubble Bobble, 
Aladdin, Jungle/Desert Strike, 
Micro Machines and er... some 
others as well, (Andy is too busy 


x5 o« 
yet one i 0850 
we 49 t ¢c* 


go 


_<@ writing for the national 
© press to find me a ‘window’ 
1 his  oh-so-valuable green- 
house.) And by, the way, Celebs 
like us simply don’t mix with the 
hoi-polloi, particularly when they 
have the same Expert Player's 
Guide. So Matt says, and I quote: 
“Bog off, Sad-boy”. What wit! | 


IT’S A CRUE L. 
WORLD, SON 
Dear The One, 
| am writing to you to object to 
the way that you treated David L. 
Brooks’ ‘idea’ about being only 
one player on the pitch in a foot- 
ball game (April, Letters). Obvi- 
ously he was wrong to say that 
Sensi is crap — indeed he should 
be taken out into the street and 
shot for suggesting such a thing 
— but his ‘idea’ was a good one. . 
You may wonder why | keep 
writing ‘idea’ like that. Well, 
those of you with reasonable 
memories will remember Player 
Manager. It was a management 
game based on Kick-Off. In it you 
played as only one player and it 
was brilliant! | think SW/OS should 
give us‘this option to keep the 
many Player Manager fans happy. 
Sorry to moan, it’s just that | 
think you treated David unfairly. 
Your magazine is brilliant, other- 
wise. Keep up the good work. 
Matthew Sharples 
Lewes 


Of course we treated ‘Brooko’ 
unfairly. What do you think this is 
laddy, Progressive Scouting for 
Girls? Anybody who signs a letter 
‘David L. Brooks’ can clear off to 
the US of A., at once! The inclu- 
sion of an initial when writing 
one’s name, in the hope of mak- 
ing yourself appear more impor- 
tant/old/wise etc., is a typically 
childish piece of inverted transat- 
lantic snobbery. Having no cul- 
ture, traditions or history to 
speak of, Amer E. Cans bisect 
themselves with an initial and a 
full stop in a tragi-comic attempt 
at self-aggrandisement — as if 
spacing ones name outa bit can 
create the illusion of Her. E. Tage, 
or dynastic chic. Either that or 
they've simply run out of fore- 
names. What was your point 
again, Matthew? I’m sure it 
was an excellent one... 
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The people of Audiogenic, taking 
time off for a well-earned break in 
the sun. Yesterday. 
n't released until May 1993. Sev- 
eral further versions later, and 
Audiogenic is preparing yet 
another Goochular release. Is 
there no stopping the man? 
“Since doing the Amiga game, 
the programmer has done Brian 
Lara Cricket for Codemasters,” 
Peter says, blowing gently across 
his cup and rippling the surface of 
the tea, rather charmingly. 
“Because he programmed that on 
the Mega Drive, he’s learned a 
few new techniques — and he'll 
be incorporating them into the 
next cricket game.” In-between 
slurps he describes the new game, 


Audiogenic enjoys something of a mixed reputation. Mention 


the name during the course of a romantic fish supper, and 


friends are likely to excuse themselves, citing a pressing tiling 


assignment or claiming that there is a stile somewhere in 


Rutland that they have yet to vault over, gaily. Why, then, 


should the perilously cumbersome Andy Nuttall be about to 


invite Audiogenic over for a cup of tea? Read on, MacDuff. 


udiogenic. A curious 
choice of company to 
have ‘a cup of tea 


with...’ you might be thinking, 
and in some ways you may be 
right. As a company which is over 
10 years old, it’s not exactly one 
of the biggest players in the 
games industry — and in fact, 
you'd be forgiven for occasionally 
forgetting that it exists. But, it 
still has lots of Amiga games 
under development (so have 
many other companies Andy, you 
goon. — Haz.) and so it should 
rightly take place alongside oth- 
ers in our magazine. 

Plus, | don’t remember seeing 
a single interview with the com- 
pany in any mag, so perhaps it’s 
about time. Peter Calver, the 
company’s MD, joins me for a 
chin and, perhaps, a wag or two, 
over a large pot of tea and a plate 
stacked to the rim with Peek Fre- 
ans Chocolate Assortment. 

Audiogenic set up shop in 
1979 as a tape duplication com- 
pany — hence the ‘audio’ bit, 
see? Copying tapes for the then- 
popular Commodore PET, it even- 
tually expanded into game distri- 
bution in 1981. Peter joined at 
about this time, when the compa- 
ny had moved its attentions 
towards the ViC-20. Importing 


games from the US, Audiogenic 
sold them over here for between 
six and eight pounds — and dis- 
covered a_ potentially massive 
market. However, it was only ona 
recent visit to America that he 
realised just why: 

"| visited a department store 
over there during some free 
time,” he says, spooning an inor- 
dinate amount of sugar into his 
cup, “and some of the ViC-20 
games were selling for as much as 
60 dollars! The store had left the 
original prices on them, you see. 
Is this plain or milk chocolate?” 

‘Plain.’ 

Audiogenic’s first encounter 
with publishing occurred with 
Graham Gooch’s Cricket on the 
Commodore 64, acquiring the 
licence to the amiably-mousta- 
chioed cricketer while the industry 
was still young. This was to prove 
lucrative in years to come, 
because Audiogenic still owns the 
licence to the Essexmeister, and — 
some of you may have noticed — 
there have been several ‘versions’ 
of the game on the Amiga. 

In fact, Amiga historians may 
like to note that the Amigafied 
Goochie’s_ Cricket _ originally 
appeared as a coverdisk on this 
very magazine back in 1991, 
although the finished game was- 


which we'll be previewing soon. 
The plan is for it to look much the 
same, by Peter’s account, but play 
rather differently — not exactly 
reversing the trend for most 
‘updates’, but at least tweaking it 
to one side. 

Graham Gooch’s Cricket, as it 
happens, boasts sales of over 
40,000 Amiga copies, vastly out- 
selling the PC version. Considering 
the usual popularity of non-foot- 
ball sports games, that’s an 
achievement — but Audiogenic 
thrives on markets which other 
companies don’t even consider. 

“It's often a challenge to pro- 
duce something which other com- 
panies leave behind,” he says, 
munching on a Bourbon. “We've 
always gone for stuff that other 
people drop, and sometimes that 
can be successful.” 

Of course, the other game 
which Audiogenic has made its 
own is rugby — with the now- 
ageing Rugby World Cup easily 
trouncing its nearest rival, the 
foetid International Rugby Chal- 
lenge. Currently, the World Cup 
team are working on another 
update, to coincide with this 
year’s real-life Rugby World Cup. 

Peter is particularly pleased 
with his conversions of this sport, 
a game which doesn’t easily lend 


itself to computerisation. “Rugby 
is difficult to produce. You only 
have to play EA’s rugby game — 
which we call ‘FIFA Rugby’ — to 
see what | mean. It looks good, 
yeah, but it plays really badly. It’s 
a complex game to make; foot- 
ball, by contrast, is simple 
because you can only control one 
player at a time. If you did that 
with a rugby game, the strategy 
element of the real game would 
disappear.” (A bit like in Wales, 
then, eh, Andy — Haz.). 

Ah, football. This is one area in 
which The One and Audiogenic 
differ. Because we're naturally dis- 
posed to the Sensible way of 
things, we dismissed the ‘genic’s 
Wembley International Soccer as 
nothing more than a shallow pre- 
tender. Plying Peter with a 
coconut macaroon (as a sort of 
peace offering), | try to find out 
just why a company that pro- 
duces such good cricket and 
rugby games should come a crop- 
per — in The One's eyes, at least 
— in the footy arena. 

“Wembley is more realistic to 
look at, | think,” he offers, making 
short work of the biccy. “I:mean, 
yes, perhaps Sensi is better from 
an arcade point-of-view.” Many 
Audiogenic games have had a 
reputation for looking realistic, 
though — even as far back as 
Emlyn Hughes Soccer. Apparently 
one bloke wrote in saying he 
didn’t like playing Emlyn Hughes 
on the C64, but he loved to just 
watch it. When Peter wrote back 
and told him there was an Amiga 
version, he went out and bought 
an Amiga! Just to watch it again, 
but with better graphics... 

Amongst Peter's football-relat- 
ed anxieties is the ‘virtual 
teleprinter’, as seen on Grand- 
stand. It's a bit like the old 
teleprinter, but now they've gota 
hi-tech version, which does the 
same thing — but Peter reckons 
they did it first. 

This seems like an ideal time to 
ask an impertinent question. Does 
Audiogenic mind being stereo- 
typed as a sports-sim company? 

“It's fair to say that most of 
our games are sports-orientated,” 
he agrees, draining the dregs 
from his cup, “There are other 
types, though, like Bubble and 
Squeak and Super Loopz. 

"We've acquired an image, 
rather than consciously worked 
for it. It's easy to get a violent 
game noticed, but it’s important 
to us that people can buy our 


games knowing that their kids 


can play it as well.” 

Something tells me that 
this man’s been .eating too 
many Nice biscuits... 


The days when you could fight your way across the globe in a wooden ship, discover 
a continent, exploit the hell out of it, commit genocide, and still be home in time for 
the British Empire are long gone. Or are they? Harry Attrill is in broadly favour of a nice 


bit of Colonization. 


id Meier’s Colonization. 
With a ‘zed’ though, dear 
readers. | just want you to 
know that | have noticed, even if 
for the purposes of this WiP, | 
have to let it go. Infernal Ameri- 
cans. Mind you, first there was 
Sid Meier's Civilization, also fea- 
turing that ‘rogue’ 26th letter. | 
wonder if by any chance they are 
related? After all, as the Great 
Holmes said to me: ‘My, dear fel- 
low, once you have eliminated 
the impossible, whatever 
remains, however improbable, 
must be true.’ Or something. 
Colonization. ‘A game of explo- 
ration, trade, diplomacy and mili- 
tary struggle, set against the 
background of discovery and 
development of the Americas, (it 
says here)... a game that is defi- 
nitely not ‘Civilization II’, but 
‘another product in the same 
style and product line’. Hmmm... 
that sounds a bit like ‘exactly the 
same, only differenter’, to me. Or, 
to paraphrase Tony Ford, 
the ‘quite good’ West 
‘fm Brom striker; “you can 


Colonization 
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MicroProse 
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Laurie Sinnet (producer), Scott Johnson (program- 
ming), Drew Northcott, Klaus Starke, Andrew Luckett (graphics), Alis- 
tair Brimble (music & FX) Phil McDonnell, Daniel Luton (Q&A). 
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have any colour you like, so long anyone who has played Civiliza- 
as it’s black, but I'll change the w tion won't have any trouble 
upholstery and bung in a free fe=™sfinding their way around the 
air-bag” Or was it Henry Ford? | ¥game.” Remember Civilization, 
know, I'll ask MicroProse, _chums? DIY Roman Empire 
after all, it is the merrie 4 ~etc. absolutely from 
men from Chipping Sod- }scratch? Little map thing 
bury who will be publish- | gradually unfolding 
ing the game. square by square and turn 

Laurie Sinnet, Soft- by turn as your ‘civilisa- 
ware Engineering Man _... tion’ grows into some- 
ager, is the chap in Vaithing huge? As | recall, 
charge, and so he should be, e you have to master 
readers, having been responsi- E / everything from the discovery 
ble for the conversion of Civi- j / of writing and the invention of 
lization. So come on then Lol, the wheely-bin, feed your pop- 
mate, what's the difference? | 1 ulation, master the natural sci- 

“The mechanics of Coloniza- © ences as well as the other... er, 
tion are quite different, though "= “= sciences, oh and there was 
trade, religion, art, politics, the 
complete lot all served up in a 
massive resources management 
fest with soldiering-shaped knobs 
on. I’m talking War. Conquest. Pil- 
lage etc. Remember? Of course 
you do. 


A NEW GAME TO 
ADD MEIER? 


Everyone loved Civilization, then, 
did they Laurie? 

“If there was any criticism 
about Civilization, it was that it 
was just a straight port from the 
PC, rather than a proper conver- 

} on, an didn’t take full advan- 
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As you can play Casnation as the English, Dutch, Spanish or Tey I 
suppose this could be Whitby couldn't it. | mean Captain Cooke was 
born there wasn’t he? (Gulp, swallow...) Or is this a colony? If I'm not 
very much mistaken there’s some trade going on — could it be Boston, 
Mass? Hi! I say there! That’s not tea you are about to throw into the 
Hudson is it? 


working on Colonization for 
about five months. We've worked 
very hard this time to, er... 
Amigerise the product. 
Amigerise? Nice idea, Laurie, 
but what the hell does it mean? 
“Well for example, with Coloniza- 
tion you will be able to have all 
your stuff in moveable windows, 
just like you do in Work- 
bench. What | mean is 
we've tried use the 
functionality of ‘4 
Amiga to the full.” 
Oh, | see. [Balls you 
do, Haz! — Matt.] 
Inevitably, though, 
| suppose there have 
been some heavy losses 
for the game, in crossing 
from the PC to the Amiga? 
“Nothing has gone from the 
gameplay. The intro and the out- 


tro had to go, and we've made 


use of the Amiga’s multi-tasking, 
but otherwise the the game is the 
same.” Phew! But | bet it won’t 
be available for for all Amigas will 
it? Colonization will be far too big 
and juicy, surely. 

“It'll be a three disk game”, 
explains Laurie, “but any 1M 
Amiga will be able to runt 


DOS function, though we're still 
thinking about it, and might have 
to leave it out”. Oh good. Great. 
CrossDOS. Er, what is that exactly 
Laurie? “It means you'll be able to 
play saved games from the PC on 
an Amiga”. Of course it does. 

So virtually everyone will be 
able to play Colonization, but 

leaning Sid Meier's reputation 
gently to one side for a 
moment, why should 
they want to? I mean, 
yer turn-based strat- 
egy game is not 
exactly revolutionary 
ing is it? And even if the 
4. graphics look quite 
95 nice, it’s not up there 
jostling with the space 
cadets at the edge of cyber-tech- 
nology, now is it? 

“Playstations, polygon graphics 
and all that stuff are all very well 
and good, but | say, look guys, 
where’s the game?” And what's 
more Laurie, you say it with pas- 
sion. But go on. 

“People don't want something 
that looks great, costs a bomb, 


And this, apparently, is part of the 


lericas, aithoust, hich bit, ! 
ki A thin bit, though, I'll 


IN PROGRESS 


my t must be said, that at first, and even second glance, that there 
my area fair old few similarities between the two great Sid Meier 
Bal iagnum Octopuses. One of these two grabs is from Colo- 
Rization, the other from Civilization. Ah, but, which is which and 
does it really matter? After all, ‘goodness doth always goodness 
beget’ as my old Gran used to say after her 17th gin. Actually, it's 
not that difficult to tell, is it? Cofonization is obviously the more 
sophisticated, graphically speaking at any rate. Its lineage is nev- 
ertheless immediately apparent to the connoisseur. Playstations? 
Polygon graphics? Pah! 


in Colonization you will be able to choose between two scenarios, 
one which is geographically accurate and another in which the 
map is randomly generated. Which one is this, | wonder? I sort of 
recognise the ‘Eastern Seaboard’ but the ‘great lakes’ look a bit, 
well, odd. Montreal, | know, but Mark’s Town? Clever readers will 
also note that this screenshot features the American spelling of 
the word ploughed. ‘Plowed’ — I ask you. 
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but which -you can play right 


through in a couple of days. At 
MicroProse we have a reputation 
for producing games with a long 
shelf-life [what, like Impossible 


_ Mission 2025? Aha-ha-ha] and | 


think that it’s important that if 
you're spending say, £40 on a 
game, that you get value for 
money”. | couldn't agree more 
with you, Lol. 

“You might even call that 
our philosophy”. I’ve got 
to stop you there, Lau- 
rie. You might call 
‘that a ‘philosophy’, 
but I’m afraid | know 
it isn’t. | recognise a 
bit of PR tosh when | 
hear it. But you reck- 
on it'll sell okay, then, 
Colonization? Despite the 
fact that it’s a bit, well, Ameri- 
can? (Actually, it’s quite a lot 
American, Haz — Andy.) 

“All the indications are that 
there’s an enormous market for 
this type of game at the moment. 
Look at the success of Sim City or 
Theme Park. Colonization is huge 
in The States, and there are two 
handbooks published already. 

“| don’t think it’s fair to say 
that the game won't appeal to 
the UK audience, just because it’s 
about the discovery of America. | 
will say that it might have been a 
bit more difficult to sell the 
game, were it not for the Sid 
Meier name.” 

There surely is a lot of competi- 
tion about at the moment. Voy- 
ages of Discovery leaps to mind, 


One for the ladies, this. I'll wager 
that barrel-chested Davy- 
Crocket style hunk 
up yonder is cut- 
ting down a tree 
to build a log 
cabin, or I'ma 
Dutchman. (Hmm. I 
think perhaps __ 
there’s a clue 
in the phrase ‘Building a 
colony; Haz. — andy.) 


6 if We’ve worked 
very hard this time 
to, er... Amigerise 

the product. 


aW PROGRES: 


and then there's High Seas Trad- 
er, which has got seafaring in it. 
Sim City 2000, that's got building 
a civilisation in it, (mind you, 
though, only about six people 
have got Amigas with enough 
memory to play it properly). Is it 
all coincidence, then? 

“No it’s not coincidence,”says 
Laurie, “people want gameplay, 
and these things tend to go in 

phases’.” Wise words, Lollie. 
Remember when there 

were no decent beat- 
‘em-ups on_ the 

Amiga? Then along 

came Elfmania, 

Shadow Fighter, 


Mortal Kombat Il, 
Rise of The Robots 
3} and now Super Street 

Fighter II. Now you can't 
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The Amiga version of Colonization will make use of the famous 
Workbench-style-point and click windows interface, whatever that 
means. A feature which is not superbly illustrated here. 
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Injuns! Injuns! Confusingly, though, this chap with the Mohican hair- 
cut, is in fact an Iroquois. Still, let's hope we can be friends and bury 


the hatchet (doh). 


move for the bloody things. 
Hmmm, it’s a cyclical business, 
methinks. 


DEEP IN THE AKEIER 


Well, | suppose we can’t ignore 
the bugger any longer. Sid Meier: 
a guy with ‘Success!’ tattooed 
across his knuckles (or knackers, 
even. — Matt.); a man, as Shirley 
Bassey said, ‘with the Midas 
touch’. A guy who is by all 
accounts, a bit of a gaming god. 

And in the beginning there was 
the void and then there was A- 
Train. On the third day there was 
Civilization, and on the fourth 
day, Sid saw that what he had 
made was good and so he rested. 
Until now, when there is Colo- 
nization. But, look Laurie, what 
makes a Sid Meier game so 
bloody special? What makes him 
so clever? Come on, tell us. 

“All Sid’s games have this spe- 
cial quality about them. There’‘s 
something in the gameplay that 
sort of gradually pulls you in 
slowly and then holds on to you,” 
intones Laurie almost reverential- 


ly. Gradually drags you into the 


‘mire’ as it were? Aha-ha-ha! 
eden” I've wore quit 


that you've got it all sussed, and 
then suddenly you do something 
in the game that opens up entire- 
ly new areas. | remember looking 
at some early A-Train screens. Just 
a few bits of track and things. | 
could never have dreamed what 
he would turn them into. 

“Sid's games have this unique 
learning curve that starts gently 
but just keeps going on and on.” 

So, Colonization, which will be 
out on the A1200 in early June, 
looks like being a pretty big 
game, then, if old Laurie is to be 
believed. And, aside from Laurie 
here, who do we find program- 
ming the game for the Amiga but 
Scott Johnson of Hired Guns and 
UFO fame. Can’t be bad, eh? And 
if you’ve ever fancied being 
Cortez, Captain Cooke, Vasco de 
Gama or one of those explorer 
colonising sort of blokes, then | 
suggest you tune in for the 
review. Next month. 
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IN PROGRESS 


Now, Peter. Well, young Peter is a 
god. Not only is he Polish, not 
only do we not know his second 
name, not only is he one hell of a 
long way away, but he has sup- 
plied us with something in the 
region of five pages-worth of WiP 
this month, covering no less than 
three different games. Of course, 
it hasn't been an easy journey... 

Aside from the, er... ‘rather 
strong accent’, the phone line to 
Peter wasn’t exactly what you'd 
call crystal clear, in fact, to make 
comparisons to the general com- 
plexion of the Thames after a 


_ 7 heavy night’s storm would prob- 


bags, and board that non-stop, space-train Still, having played my dicta- 
headed for the future. Well, Poland actually, but eet sian fe pals 
what the hell — it certainly makes the next five my ear drums each time my own 
pages damned interesting! Matt Broughton is ase aah Me an, 
first off the platform, and wants some 


4q confident enough to publish the 
_ breakfast. Now. 
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results of our little téte a téte. 


Switchworld So, Peter — you god of a man 


f it be known, there’s one 
man who must be held sin- 
gularly responsible for this 
issue. (Aw, shucks Matt, 
don’t. You know how embar- 
rassed | get! — Andy.) One man 
who we just couldn’t have made 
this magazine without. (Stop it. 
I've gone all red! — Andy) Aman 
whose skills in communication 
and technical ability are second to 


none (gosh, how kind. — Andy) 
Yes, that man is Peter, from 
Poland. (Bullocks! What's all this 
about! — Andy). Indeed... 

Though the foul softmint Nut- 
tall may lead you to believe he is 
the cogs in our clock, the alcohol 
in our beer, the very haemoglobin 
in our blood he is, if truth be 
known, just a ginger git who gets 
in the way. 


31¢en) 


| wouldn‘t normally use such blatant space-filling techniques, but 
because Switchworld grabs are a bit thin on the ground as we go to 
press, | thought I'd let you have a look at what it might have been. 
Wolfenstein (for those of you not in the know) is an old PC game that 
involved lots of walking around, shooting German soldiers, and kicking 
dogs. It was the game that gave birth to Doom which, as we all know, 
is the reason we’re seeing all of these 3D games month after month! 


BE asencons-esscccvncesoneccncsnssssscnnsssecsecocnssnneccocscensssoussssessnscsosccssnsesssonssansssssaccesssssoseasssuscsssegssssnesecesseunsvessaee you — tell us a bit about Switch- 


world (if my lord doesn’t mind 
the humbling, obviously.) 

“Right, well imagine Wolfen- 
stein [the old PC game that 
spawned Doom] with floors and 
ceilings [which, as you might have 
guessed from the previous com- 
ment, Wolfenstein didn't feature] 
and texture mapping throughout. 
We've got stairs in there, and lots 
of graphical effects such as ani- 
mated walls and doors. There are 
tons of sound effects, tons of 
spooky music — you know, just 
‘lots of things’.” 

And what of the gameplay my 
liege? Doth we be of an adven- 
ture-type, or an action-typey? 

“It's more of a ‘kill-them-all’ 
action game,” answers Peter, 
although on this occasion | 
believe he means ‘shoot-em-up’ 
(though ‘kill-'em-up’ does have a 
nice ring to it...). “But it’s what 
they like! We also planned to do 
some filming for the game, you 
know with real actors, but | think 
we'll get some problems from the 
Germans because they’re not too 
keen on shooting people [who do 
you think you are kidding Mr 
Hitler! — Hazza.]. So we'll proba- 


No, I'm sorry. | can‘t do any more 
captions for crap shots like this. 
Go on Harry, you have a go... 


Well! You've got it all really 
haven't you? A nice big gun, tons 
of little men to soot at, and (if I'm 
not very much mistaken) a nice 
little map in the top left of the 
screen. Excellent. But what exactly 
has happened to the bloke in the 
background? He appears to have 
been ironed out flat. Quite extra- 
ordinary! 


bly make two; a nice harm- 
less ‘children’s version’ 
and an adult version.” 

Peter plans to 
have five episodes 
in the game 
(‘episode’ being yet 
another Doom-ism, 
in this case meaning 
five ‘worlds’ each con- 
taining three or more 
individual levels) “...but quite 
big levels...” he adds. 

Each episode has a different 
graphical style, so level one has 
you in the dungeons of an old 
castle, while the next level takes 
you into the hotel. Peter takes 
over (Luckily for us. — Andy.): 

“The third is... er, well | can’t 
remember, but the fourth one is 
in the woods. This has a really 
nice mood effect, with fog rolling 
all over the place. The fifth loca- 
tion is in the laboratory (I think).” 


POLE POSITION 


The project hasn’t been an easy 
one for Peter, and apart from the 
obvious programming and devel- 
opment troubles, he’s also had to 
beware of insulting the Germans 
(a technique Harry has mastered. | 
refer you to last issue’s Next 
Month page — although he 
informs me his hatred isn’t con- 
fined to Germans, he'll insult any- 
one for a price). 

"The real problem has been 
with the enemies in the game. 
The German version has had to 
feature other enemies, because in 
the planned version the game was 
to be called Wo/fhund, and be 
more a Wolfenstein clone. The 
problem with that though, is that 
the action takes place in World 
War 2. Of course, this means that 
the enemies were Germans 
[which, one presumes, isn’t exact- 
ly a politically correct game for- 
mula, especially if your politics 
are, well... German really!] | think 
that’s the reason they wanted it 


WORK 


My god! Will you look at that! 
Never mind all of the gorgeous 
officers waiting to be killed, pass 
me another of those sexually satis- 
fying door panels. Look at that lin- 
tel! Feel that structure! Oh baby, 
you really know how to open (er, 
stop that. | think it’s time you 
moved on. We don’t like your sort 
around these here parts. — Harry.) 


changed. Of course there 
were all kinds of dogs 
and things in Wolfen- 
; stein as well, but 
now there are ten 
different kinds on 
enemies. You know 
— lots of mutants 
and monsters.” 
Mind you, you're 
not exactly helpless 
against the gathering hordes, 
and have eight different 
weapons to play with. 
These are more ‘tradition- 
al’ weapons to the usual 
Zap Guns and Plasma 
Rifles we've become 
accustomed to, but | 
am assured there will 
be some “big rockets” 
in there somewhere! 

Switchworld has 
had six different Polish 
peeps working on it, 
and though these 3D 
games aren't exactly 
known for their success on 
the Amiga, Peter is pretty 
pleased with the technical 
achievements. 

“Well, | can tell you that it runs 
pretty fast indeed. For instance, if 
you have an Amiga CD32 with an 
SX-1 module and fast RAM, it runs 
very fast at full-screen; that’s 320 
x 192, with 2 x 2 pixels. The reso- 
lution is good, and to be honest, 
if anything it runs TOO fast 
when the floors and ceil- 


ings are missing. With C6 Well, I can tell 
you that it runs pretty 
fast indeed. To be 


just walls an 
objects, it runs a lit- 


I'm really sorry, but not many of 
the grabs I’ve been supplied with 
feature any monsters! | managed 
to find a nice picture of a sunset 
hanging on this wall, but shooting 
it didn’t do anything, so | couldn't 
even get a shot of that. | don’t 
know if any of you are au fait with 
a PC game called Dark Forces, but 
that gun looks ever so familiar. 


POLE OVER 
BEETHOVEN? 


Switchworld takes up about five 
floppy disks-worth at the 
moment, but when you have this 
many of levels, all with different 
graphics, Peter thinks. that’s 


acceptable: “When you have this 
many 


levels, 
all with different graphics, | think 


that’s acceptable.” (God, you 
think you're really clever, don’t 
you Matt? — Harry.) The demo 
version that we’re making fits 
onto one disk and takes 

up about 600K when 

packed.” 

People still seem 
pretty sure that you 


tle bit too fast for can’t do Doom 
me! For Amiga honest, if anything it games on_ the 
A1200 you need fast runs TOO fast! 55 Amiga... “Yes; 
RAM, and then you interrupts Peter 
PETER. See 
can play with full- A MAN WITH (which isn't as easy as 
screen and it still runs NOBOUNDARIES. it sounds with _ this 
with quite good _ speed. phone line!) “but that’s why 


Though the game is currently 
A1200 and A400 only, we are 
planning to try and make versions 
for all Amigas eventually.” 


we decided to try. | don’t think 
people expected so many good 
games like this so quickly. In hon- 
esty, the biggest problem has 


IN PROGRESS 


ae 
It's the doors, sir. They do haunt 
me. It started the night Uncle 
Edgar died... the pounding, the 
beating, the gnashing! Make them 
stop sir! Make them stop! If it 
wasn't for my haemorrhoids, I'd 
have left long before things got 
this bad. But now, well, | feel as 
though there’s a bond between 
me and the hinges... 


been getting the editor working, 
so that you can completely 
change everything, without actu- 
ally changing the program. Get- 
ting the editor to do everything 
we wanted was the hardest bit. 
Also, the object handling lan- 
guage is a kind of mixture of ‘C’ 
and BASIC, with about 40 com- 
mands, so making a compiler for 
that wasn't easy.” 
Peter is honest, and as well 
as ‘borrowing’ ideas from 
Doom, admits to having 
delved into as-yet unre- 
leased games as well! 
“We got some ideas 
after reader your 
Alien Breed 3D WiP. 
We've already imple- 
mented an underwa- 
ter level, and though 
it was quite simple to 
do, it looks really real- 
ly nice. That’s why we 
included it. | don’t 
think there’s anything 
like that in Doom that I've 
seen. There’s also a fog 
effect — that’s new.” 
Peter also had to approach the 
violent content of the game care- 
fully — so as not to upset anyone 
— but the designer was rather 
fond of all the graphical possibili- 
ties the blood allowed! (Lots of 
red then? — Andy.) 

“We really want to make the 
game look natural, but we also 
want to make it as much fun as 
possible — | know that not every- 
body will like this.” 

Rather fortunately for Peter, 
when they set out to produce a 
decent Doom engine for the 
Amiga, they ended up with two 
different types of game. One 
ended up as Switchworld, the 
other as a game called Behind 
The Iron Gate. Well, jigger me! 
Look what's on page 30! (Nice 
link, mate. Have you ever con- 
sidered a career in the 
church? — Harry.) @ 
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EAT MY PAWN 


Gosh. Chess, eh? Not exactly a game traditionally regarded as ‘exciting’ I know, but 
soft, what light from yonder window breaks? Tis lots of wallies dressed up as chess 


= 


pieces, punching each other in the face. Hmm, Matt Broughton investigates. 


ne of the first PC games | 
ever saw was round my 
mates house some years 


ago, and it completely captured 
my imagination. It was... chess. 
Now stop! Before you start point- 
ing at me and chanting “Sad git, 
sad git!” let me just explain that 
this was chess with a difference; 
these pieces didn’t just slide 
gracefully across the board, they 
swaggered up to the other pieces 
and kicked their heads in! Yea, 
t'was Battle Chess. 


Chess was a popular one, 
and spawned a number of 
add-on disks, each one fea- 
turing new scenarios and 
specialised graphics. If you 
fancied a particular Chi- 
nese dynasty, there’d be a 
data disk for it some- 
where. And now, the concept 
continues... 

Chess Through The Ages wants 
to be a Battle Chess for the 90s. 
It’s got rendered graphics, digi- 
tised live actors, and five ‘time 
zones’, each with its own graphi- 
cal style. 

Apparently, the situation at the 
mo is that the chess program is 
finished, but the graphics er, 
aren't. Peter (unpronounceable 
Polish name), Union Interactive's 
programming bod, explains (and 
though this guy is Polish, his Eng- 
lish puts us all to shame!) 

“The filming of the live actors 
for the animations has just start- 
ed, and these will eventually 
become the graphics within the 
game itself. It's a sort of high-end 
Battle Chess but with actors play- 
ing the pieces. 

“You can play in either two or 
three dimensional mode. The 2D 
mode is just like any standard 
chess program — only with 
rendered graphics — and in 
3D mode you can select from 
five time zones: Prehistoric, 
XIV. Century, Napoleonic, 
World War 1, and Futuristic. 
Of course, the actors are in the 
proper uniform for each zone. 
In the Futuristic Zone there are 
rendered graphics only, with 
robots and monster pieces bat- 
tling it out.” 

Fitting all of these ani- 
mations onto the Amiga 
is by no means an easy 


The concept of Battle TEE, 


Union Interactive 


April 1993 
June 1995 


task, and though 
Peter is fairly confi- « 
dent about the ~~¥ 
CD32 version making ™ 
the grade, he is still a bit 
dubious about the floppy game. 
“The idea behind the game is 
that when you take a piece, 
you're rewarded with an anima- 
tion as the pieces fight. There are 
about three different animations 
for each fight (i.e. you won't 
always get the same ‘show’ 
when, for instance, a 
knight takes a bishop) 
so for one zone there 
are about 100 anima- 
tions. To get all of 
these animations on 
floppy won't be easy, 
but | think that get- 
ting the 2D animations 
together — getting actors 
walking around the board, fight- 
ing etc. — is possible.” 
Union Interactive (hey, 
let’s just call it Ul) has 
developed a_= special 


sone teatures tantasti 
fered graphics 


player, so. the 
accessing, retrieval 
and animation for all 
of these pieces is surprisingly fast. 
It's also helped that the Amiga 

has been the lead machine. 
“Everybody wants to rush in 
and produce games for the 
PC,” offers Peter, “and of 


The filming of the course you can earn 
live actors for the 
animations has just 
started... it’s a sort 
of high-end 
Battle Chess. 


money on that for- 
mat, but we are pri- 
marily Amiga based. 
We have produced 
many demos in the 
past, but only had full 
Amiga games released 
on the Polish market. We 
met Kompart last year at the 
Computer Expo in Germany, start- 
ed talking, and here we are!” 
As you would probably imag- 
ine, the animations have been the 


All pieces are 
fully animated 
and actin 
great battle 


sequences 


biggest problem to deal with dur- 
ing the development of CTTA, 
along with the general task of 
keeping it all under 2Mb. So, 
Peter, what's left to do? 

“| think the only thing to really 
be worked on now is the intro, 
along with the graphics and 
music for the CD version. Fortu- 
nately, we have a lot of options 
for the music due to so many 
tracks being left over from 
Switchworld [more about that in 
a few pages, fact fans!].” 

And what about all of these 
loverly costumes? Make them 
yourself at home did you, ‘Mr Mir- 
acle worker’, hmm? 

“No, from Polish TV actually. 
We hired them out, and we have 
some filming facilities, not to 
mention some useful contacts.” 
Damn! | hate clever people! 
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The Futuristic Zone is a particularly sexy-looking level, filled to brimming with all manner of 
rendered robots and murderous creations. Consider, if you will, just how groovy these little 
chaps will look once they start beating each other up! It'll be just like ROTR. Only not crap. 
I think these pictures speak for themselves (which is my way of saying, ‘Oi! Harry! Don’t be 
coming round here with your ‘amusing’ captions!’). 
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when you 
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FATE fATLANTIS- 


indiana Jones® and the Fate of Atiantis™ 
CBM Amiga, IBM PC & Compatibles 3.5” 
RRP £16.99 


SIERRA 


Red Baron™ 
CBM Amiga, IBM PC 
& Compatibles 3.5” 

RRP £14.99 


King’s 
CBM Amiga, IBM PC 
& Compatibles 3.5” 
RRP £16.99 


--- YOUneedia 


Indiana Jones and the Fate of Atlantis game © 1992 Lucasfilm Ltd. 

and LucasArts Entertainment Company. Indiana Jones is a registered 
trademark of Lucasfilm Ltd. Indiana Jones and the Fate of Atlantis is 

a trademark of LucasArts Entertainment Company. Monkey Island 2: 

Le Chuck's Revenge ® and © 1991 LucasArts Entertainment Company. 
The Secret of Monkey Island ® and © 1990 LucasArts Entertainment 
Company. The LucasArts logo is a registered trademark of LucasArts 
Entertainment Company. All rights reserved. Used under authorization. 
IMUSE U.S. Patent No. 5,315,057. Licensed to KIXX. 
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Monkey Island 2: Le Chuck's 
CBM Amiga, IBM PC & Compatibles 3.5” 


The Secret of Monkey Itsland™ 
Atari ST, CBM Amiga, 
IBM PC & Compatibles 3.5” RRP £16.99 
PC CD-ROM RRP £19.99 


CBM Amiga, IBM PC 
& Compatibles 3.5” 
RRP £14.99 


Compatibles 3.5” 
RRP £16.99 
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Red Baron is a trademark of Dynamix, Inc. ® is a registered trademark 
of Dynamix, Inc. King’s Quest® is a registered trademark of Sierra 
On-Line, Inc. ©1990, 1991 Sierra On-Line, Inc. All rights reserved. 
Licensed to KIXX. 


Daughter of Serpents, ROME AD92 © 1992 Millennium. Licensed to KIXX. 


Kixx, 1-4 Cuckoo Wharf, 427 Lichfield Road, Aston, 
Birmingham B6 7SS. Tel: 0121 625 3366. 
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Behind the Iron Gate 
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Union Interactive: Piotr Drapich (Programming), 
Roman Sadowski (Game design); Dariusz Zwierzynski (Graphics); 
Robert Koireniewski (Music/Sound FX) 
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With the last three pages full of beardless’s warbling Poland-wards, Andy Nuttall reck- 
ons it’s about time he had a little ‘chat’ with our new-found friend and, indeed, saviour, 
Piotr Drapich. For his company, which we like to call Poleteam for no concrete reason, 


has come up with the second Doom-style game this month. What a guy. 


iotr, Piotr, Piotr. Matt, 
you goon, you've been 
spelling this poor 
bloke’s name wrong for 
three pages now. Mind you, the 
Polish Union Interactive program- 
mer, something of a saviour for 
The One this month (providing a 
good five pages of Work In 
Progress where otherwise there 
would have been blank pages) 
does speak with a French accent 
— which could be confusing for the 
lad. But then, shouldn't it be Pierre? 

Behind The Iron Gate hails, as 
it happens, from Behind The 
rusty, twisted remnants of the 
lron Curtain. It’s got nothing to 
do with that, of course — it just 
made an interesting comparison 
(cue an equally interesting put- 
down from Mr Attrill). No, the 


Iron Gate in question leads to a 
prison courtyard, and then to the 
prison itself, which has been over- 
run by some rather nasty robots. 
And, like Switchworld (see page 
26) it’s a bit like Doom. 

“Erm... um, right, well. Errrr, it’s 
kind of, ah, let’s say, maybe not 
Doom but something... similar,” 
Piotr finishes with a_ flourish. 
Hmmm, not exactly Mr Coherent 
the Grocer, this bloke. Mind you, 
given that my Polish extends to 
asking a helpful old lady “the way 
to the railway station, please” with 
the help of a rather dog-eared 
phrase book, | think Pete’s use of 
the word ‘Erm’ is rather inspired. 

“Well, first thing is that it 
works on the Amiga 500, and it 
works really fast — especially if 
you see the size of the screen,” he 


says. Seemingly, Behind the Iron 
Gate works on the same size 
screen on the A500 as other 
games do on the A1200 — using 
nearly the full screen for the 3D 
bits. It’s not as good-looking as 
something like Alien Breed 3D, 
keeping any texture-mapping (the 
process of adding textures to 
surfaces to make them 
look real) to a mini- 
mum to keep the 
overall speed of the 
game high. 

“You have also 


Erm... um, right, 
well. Errrr, it’s kind 
of, ah, let’s say, 


got lots of big guns.” Okay, so it 
doesn’t look quite like Doom, but 
Union Interactive seems to have 
got BTIG's priorities right. 

By ‘enemy objects’ | assume 
Piotr to mean monsters. And from 
the look of the test screenshots 
around the page, quite big mon- 

sters. Robots, in fact, which 

were apparently trapped 

there for some heinous 
deed. “It’s in a kind of 
dungeon, where you 
have to walk around 
and kill every robot 


some textures on maybe... in sight,” _—~Piotr 
the walls... some- PIOTR. é explains. “Other- 
j j QUITE A NI j j 
times, and in some BLOKE, REALLY. wise... ha, ha, they will 
places,” he tells us. kill you.” 


“And also some objects. 
There are about 10 objects — 
enemy objects, and also you have 


MENU 
OK 


“The enemies on the screen are not the final enemies,” Piotr’s quick to point out. “They are just a test, so 
that we can play it and see how it looks with enemies — they won't be in the final version.” The robots 
have taken over the prison, and only you stand between them and the outside world... 


So it’s a kind of Cool 
Hand Luke-style stir-crazy bonkers 
shoot-’em-up, then? 
“But of course the biggest 
problem was with the colours,” 
Pete says, rather snappily ignoring 
me and changing the subject. “It’s 
on the Amiga 500, you see, and 
we can only use eight colours for 


* ™ ffeiee 


It doesn't look as colourful as 
some of the other 3D games which 
have appeared, but remember this 
is running on an A500. “That was 
the biggest problem,” says Piotr, 
before pointing out that 3D games 
using 32 colours on the A500 are 
impossible. 


Pete’s particularly proud of the 
speed of BTIG, especially running 
on the slower Amigas. “it works 
really fast — especially if you see 
the size of the screen,” he says, 
proudly. “Almost all of the screen 
is used, apart from small bits with 
the inventory.” Which, through 
the magic of forward planning, 
you can see here. At the bottom. 


the objects — so all of the robots 
are in the same colour.” Not... 
strictly true, as you can see from 
these screenshots, but | think you 
can get his drift. 

This shoot-’em-up_ side of 
things, as Piotr keeps saying, is 
backed up by an adventure-y bit 
which makes it all a bit more tax- 
ing. But, as he’s keen to point out, 
this ain't no Role Player. 

“Hmm. Well, it’s a kind of shoot 
them up... er, adventure. That's a 
good name for it. It’s rather sim- 
ple, not so complicated as RPGs 
tend to be. Because you have to 
walk around the dungeon, and 
find everything... keys and cards to 
open various doors, some 
weapons. You can also trade, after 
each level, in a shop; because for 
each killed robot you will get some 
money. There is a scanner, various 
types of gun — about 14, or 
maybe even more, types, from nor- 
mal guns to laser pistols, grenades 
and rockets. And, you have a lot of 
things... lying around,” he grins, 
“helmets, guns and ammunition. 
That kind of thing.” 

The thing that Piotr wants to 
get across, by the sound of things, 
is that BTIG is not simply a ‘shoot 
them up’, but neither is it an 
adventure. “Of course, the main 
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I'm glad this robot isn’t going to 
be in the final version, or Black 
Legend might find itself with a 


few irate parents ringing them up. 


Wouldn't be so cock-sure of itself 
then, would it? If any parents are 
reading, then sorry — but you 
have to admit, it is amusing. 


task is to get to the highest level, 
but it’s not simply a ‘pressing the 
fire button’ thing,” he explains. 
“You have to think a little, and 
solve some simple puzzles.” 

“The main area of play is in a 
prison, with lots of robots inside. 
The guards were killed by these 
robots, and you are the hero of 
Special Forces who must destroy 
them all. You have to destroy the 
bump, which is on the highest 
level of the prison.” 

I'm thrown slightly by this, and 
just have to ask what he means by: 
Me: I'm sorry... the ‘bump’? 

Piotr: Yes, the bump. 

Me: I’m sorry, are you saying 
‘bump’? 

Piotr: Yes, bump. Yes. 

Me: Could you spell 
please? 

Piotr: Well, erm... B.O.M.B. 

Me: Ahaaa... 

Inspector Clouseau, eat your 
heart out. 


that, 


cs damned fine. 


The limited texture-mapping is given a boost by the addition of 
shadows, which darken the walls as they get further away. 
Because this gives the machine less work to do, it can get on with 
more important things — like moving the enemies about quickly. 
As jou can see, the screen is pretty large, and if what Piotr says 
believed (and what reason have we to doubt him?) it 

es at a pretty fair old pace too. For an A500, | personally think 


It's a big game, anyway, with 
25 “huge” levels which get pro- 
gressively more complicated. And 
that’s the story, as the Petemeis- 
ter says, in short. 

But getting even a game like 
this, with limited textures and a 
small number of colours, into an 
A500 was quite a challenge. 

“We did have some problems, 
especially putting the graphics 
inside 1Mb Amigas,” Piotr says. 
“That was the biggest problem, 
but then there was the colour 
palette, which is very small. If you 
use 32 colours on the A500, the 
DMA slows down the computer. 
But, we are using a special tech- 
nique to... er, shadow the walls.” 

Apparently, to get the texture- 
mapped walls moving quickly, 
the team has written a routine 
which darkens the walls that are 
far away — so you get an effect 
which makes the walls dimmer as 
they get more distant. “It’s a spe- 


This was, in fact, the first screen 
shot to arrive at The One's office 
from Union Interactive. And, as 
you might expect, it was rather a 
surprise. However, we’re still not 
sure what it is, despite Piotr 
telling us that it’s a “pocket 
screen” of some description. We 
reckon it’s a mistake — some kind 
of design sketch or other. 


cial kind of pixel texture,” he 
explains, “which makes the wall 
look shadowy, but... it’s not.” 

The thing that | really wanted 
to know about BT/G, though; aside 
from the texture-mapping, the 
colours and everything else, is just 
how the game works. We've been 
‘treated’ to Death Mask, but it 
seems like everything decent — 
like Gloom, Alien Breed 3D and 
Fears — is coming out for the 
A1200 only. So are the A500 own- 
ers going to get their just reward 
at last? 

Well, yes it seems they are. For 
BTIG isn’t just a flick-3D game like 
Ishar or Death Mask; it's smooth- 
scrolling, just like the best Doom 
clones — but with fewer frivoli- 
ties, of course. “It moves just like 
Doom,” Piotr reiterates, “you can 
walk around, turn around and 
[rather mysteriously] go to the 
wall as near as possible.” | think 
he’s trying to say that you can 
move around the whole map — 
not just sticking to the middle of 


. the corridor like in Death Mask. 


“For 500 Amigas | think it is a 
really good program. Because it 
works on A500, and its speed is 
very good. But of course, it’s not 
comparable to Doom — not ona 
486!” he laughs. “We are working 
on something... similar, for Amiga 
1200, using the full screen. In the 
Switchworld game, we...” Sorry, 
Pete, have to stop you there. We 
already know about that one, 
don’t we kids? Well, we do if 
we've read page 26, anyway. 

So BTIG, is that full-screen? 
“No. You can’t change the size of 
the screen — but it is a big 
screen. | think it’s 320 x 200. The 
only thing is, you have a panel at 
the bottom of the screen, and 
one at the top; a small one. 
There’s your pocket, and what 
you have in your hands. But it 
moves smoothly,” he adds, 
proudly. “It’s not like the 
Dungeon Master.” © 
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Gravelly-voiced Bonnie Tyler may have been lost in France, but 
that’s nothing compared to our Matt Broughton. The silly 

sausage has taken the wrong turning off the M25 and ended up 
in Hell! Tsch! Typical. 


e often get a program- 
ming team profile 
when putting WiPs 


together, but never one quite so 
‘in depth’ as the one supplied to 
me by Rasputin. Not only do | 
now know the age and history of 
all the Tri-logic team, but also 
their star signs, favourite food, 
and favourite films! Still, knowl- 
edge is power, so... 

The Tri-logic crew have been 
into adventures since the heady 
days of the Spectrum text puzzler, 
and thought they’ve only pro- 
duced a couple of PD Amiga 
games in the past (anyone 
remember a shoot-’em-up called 
Gunstar?) Limbo of the Lost was 
actually originated on the ST. The 
Atari version was a mere text 
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adventure, but still got picked up 
by a company called Zenobi Soft- 
ware. Unfortunately, just as they 
were about to make the game 
available, they went down the 


pan. Fortunately, the guys 
kept the concept and moved 
over to the Amiga where, ie 
because of the new graphics 

and capabilities, it grew. > | 

“I've been interested in 
computers since the year ‘dot’” 
explains Limbo of the Lost’s pro- 
grammer, Steve Bovis, “right from 
the Spectrum to the CBM64 to the 
Amstrad. I've been playing, pro- 
gramming, and designing games 
for ages — especially the graphics 
side of it.” 

In the beginning, the team con- 
sisted of Steve and Tim Croucher. 
But after meeting music maestro, 
Laurence Francis, about a year 
ago, and asking him to do a demo 
music score for the promotional 
video, they were so impressed he 
As previously mentioned, all of 
the puzzles in Limbo of the Lost 
are nice and logical, so get rid of 
this nasty rope by lighting your 
torch and applying the naked 


flame to the dirty length. Take 
that you foul, er... rope you. Grrr. 
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Tri-logic; Steve Bovis (graphics and programming), 
Tim Croucher (story and sound effects), Laurence Francis (music and 


puzzle designs). 
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joined the team ‘proper’. But 
these guys aren’t actually full-time 
programmers. 

“No, we just do it every waking 
hour that we’ve got — every 
evening, all weekends, any 

holiday that our companies 
f’ allow us. In ‘real-life’ Tim is 
a panel-beater and sprayer, 
while Laurence is (and you 
won't believe this) a full- 
time nanny! The dream is to carry 
our ‘Fact-Fiction’ concept on 
into later products. We 
don't just see this as a 
one-hit-wonder, 
hopefully we'll really 
get into the market 
with product.” 


BONNIE 
TYLER 


So, er... what's all this 
Fact-Fiction business then? 
Steve yodels: 

“Well, it's meant to be what we 
call a Fact/Fiction Adventure, so 
there’s a twenty minute intro 
video based upon the mystery of 
the Marie Celeste that occurred on 
the 5th of December 1872. All of 
the characters on the boat are 
completely factual, as are all of 
the navigational references. A lot 
of research has gone into it to get 
it at 100 percent accurate. Once 
the story gets to the point where 
the crew disappear, and the ship is 
found by the Dei Gratia, we then 
put in the fictional part of what 
happened to the crew.” 


Right: Here you can see where 
the Limbo of the Lost is in relation 
to the Bermuda Triangle. Good job 

Alum Bunker isn’t here, eh? (And 
you can read page 96 if you don’t 


a that joke!) 
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It’s meant to 
be more a piece 
of entertainment 

software than just 
a game. 


STEVE BOVIS, 
LIMBO OF THE 
LOST’S PROGRAMMER 


We haven't had any of these sprite 
screens for a while, so here — 
enjoy yourselves. You can also see 
how the sprite scaling works (the 
figures in the bottom right.) This 
is all jolly dandy, especially when 
it comes to walking through doors 
without banging your head! 


Basically (and this is a pretty 
impressively developed story, so 
I'll condense it in the extreme) the 
four horsemen of the apocalypse; 
Death, Famine, War, and Pesti- 
lence, reside over a realm called 
Limbo — a sort of halfway-house 
between heaven and hell. Bristol, 
if you will. 

Now, there’s this island that 
appears only every few years, and 
on this island is God’s temple 
along with his book of creation (a 
sort of high-end Delia Smith sup- 
plement). The horsemen know 
about this book, but can’t get to it 
unless a human hand touches it. 
In the intro, you see the Marie 
Celeste ground on the island, and 
the crew find the temple, and, yes, 

you've guessed it — some 
plonker picks up the 

book and breaks the 
enchantment that 
protects it. Fairly 
obviously, if the 
horsemen get hold 

of the book, er... 
well, let’s just say 

Colonel Sander’s 
secret recipe will be 

common knowledge. 

Anyway, when one of the 
horsemen tries to grab the book, a 
page is torn out and later found 
by Captain Briggs. When he 
approaches the tower, he watches 
as the horsemen pass through a 
portal and vanish. The ghost of 
one of his crewmen then appears 
and begs Briggs to help release 
their souls. And that’s where you 
take over. As does Steve... 


“The main place where the 
horsemen are is this massive keep 
that is in the middle Limbo. 
You've got to make your way 
from the bottom lever of the 
tower right up to the top. 

“Along the way you have to 
complete sub-puzzles that release 
your crewmen and other spirits 
met along the way. While your 
ultimate task is to confront the 
horsemen, beat them, and put the 
book back where it should be in 
time for when the island sinks 
again, thus saving everyone and, 
indeed, the day.” Hurrah! 

Considering this was originally 
a text adventure, how has the 
translation over to graphic adven- 
ture been? 

“It's 100 percent better.” claims 
Steve, “The animation that we can 
do on the Amiga, along with the 
speech possibilities, mean that we 
can have a much higher level of 
interaction than if we just had 
text input. The point ‘n’ click sys- 
tem is closer to what we'd envi- 
sioned when we came up with the 
original concept anyway. It’s 
meant to be more a piece of 
entertainment software than just 
a game.” 


ae 
SCOOBIE DOO ‘f out problems... 
7 “What we initially started out 


Music and puzzle-meister, Lau- 
rence Francis supplied many of 
the voices for the game, 
including the main character, 
Briggs, but no-one was left out, 
and various members of the 
team’s family were called upon to 
do their duty, duly aided by a 
number of reverb and distortion 
effects. 

All of the puzzles in Limbo are 
logical; so there are no places 
where you need knowledge on a 
special subject to proceed. All the 
puzzles also have clues to them, 
as well as having a couple of ways 
to be solved. 

“In some places there are two 
ways of solving the puzzles,” 
explains Steve, “so, for instance, 
there’s one bit where you’re tied 
up in a cell and, if you freed a rat 
in level two, he appears and 
chews the rope. If you didn’t free 
the rat it doesn't matter, because 
one of your friends will come 
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Just one of the stills from the 
attractive intro sequence. 
Standard Amiga owners will get a 
free twenty minute intro video 
with their copies of the game, but 
with any luck, the CD32 

pe owners out there will get 
the whole thing, along 


3 with the game, on one CD! 
Gosh, fingers crossed! 
along and help. You'll never get 
stuck — help is at hand. There are 
a lot of non-player-characters that 
help you throughout the game. 
We're also trying to get ‘mean- 
while’ sequences popping 
up as you play the 
game, to give you 
clues about what 
you're likely to 
come across.” 


LITTLE 
BO PEEP 


Because of the 
installation pro- 
gram, the team 
have to do the pro- 
gramming level by 
level, along with the new 
samples, graphics etc. Each level is 
a separate program, only linked 
through the password system. 
This has proved to be an inter- 
esting project, but not one with- 


with was a hard drive specific 
game (because of the amount 
of disks) and then the CD32 
came into light and we thought 
that CD would be a great media to 
hit. Having said that, the full 
speech will feature on the hard 
drive version. The biggest problem 
has probably been lip-syncing the 
speech to the animation. Every 
characters’ lips sync-up to what 
they’re saying — we've got an 
in-house system that allows us 
to do this. We’re doing a hard 
drive version for the Amiga, 
Hmm, not exactly too worried 
about the moral issues, our Limbo 
of the Lost wastes no time in get- 
ting the player into ‘gore mode’. 
Here, the guard protecting the key 
is obviously a fan of football, but 
only appears to have a human 
head to kick about. Fortunately, | 
appear to have a severed arm in 
my inventory. Perhaps he’d like a 


game of, er... badminton. Or 
something. 
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AINEEEEEE!!! | am fallen! Yes, this is what happened 
to the crew of the Marie Celeste (according to local 
sources anyway). Having entered that Bermuda 
Triangle thingy, Captain Briggs has fallen through a 

hole in the time-space continuum and entered Limbo. 

Cwor! It’s just like The Philadelphia Experiment. Only 

without Nancy Allen. And that ugly bloke. 


archiving everything about the number of floppies to 


down so that you can play 
it in modular form, with each 
level being programmed as a 
sort of separate entity. Once 
you've completed level one, 
you are then given a password 
that allows to to play level 2. 
You can take level one off your 
hard drive altogether if you really 
want to make more room.” 
Because the hard drive version 
comes with a twenty minute intro 
video in the packaging, the team 
are looking at about fifteen to 
twenty disks, (depending upon 
how good their archiving is). 
“With the CD32 we hope to get 
the whole of the video on the 
CD. You'll just get a menu at the 
' start that asks whether you 


‘ want to see the intro or jump 


straight into the game. Rasputin 
Software aren’t too pleased 


be duplicated, but it is an epic 
adventure, and we don’t want it 
to just come out on one format. 


M We even offered Rasputin that 
f> we'd take a cut in royalties and 


» | payments to put the game 
out!” 


Still, so confident are the team 
of Limbo’s content, that a sequel 
is already ‘on the drawing board’ 
going under the working title of 
‘Limbo 2: Temptations of Tarot.’ 
Steve explains the story. 

“Because Limbo is based from 
the 5th December 1873, Limbo 2 
takes you to the same date only in 
1960... er, well | can’t remember 
the exact year now, but it’s when 
Flight 19 disappeared into the 
Bermuda Triangle. You take the 
part of the rescue craft's pilot that 
also went missing. We’re hoping 
that maybe you'll meet... [Elvis?] 
er, no, Briggs from the first game, 
and he'll act as a guiding spirit.” 

Excellent. Well you seem to 
have thought of everything, but | 
have to ask, you wouldn't happen 
to be a Gemini with brown hair, 
would you? 

“Lam!” 

See, | know 
everything... 
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20,000 RPMI 


Vrroom vrroom, blupm blupm. Vrroom vrroom, blupm blupm. That's the sort of noise 
you'll get out of Matt Broughton’s rather sad silver Cavalier if you push it harder than 
5Omph. Fortunately, Domark’'s next F1 release doesn't suffer from such ailments, and, 
if anything, actually looks quite sexy. Unlike Matt's car. Or, indeed, Matt. 


Fil: World Champi- 
onship Edition 
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Peakstar; Andy 
Slater (coder), Mark Edwards and 
The Kremlin (graphics), Mike Ash 
(music and sound FX), Darren 
Anderson (Domark Producer) 
April 1994 
June 1995 


Below: Hello and welcome to the 
split-screen awards ceremony. 
Look, there’s Chaos Engine 2. 
Golly! Wiz ‘n’ Liz are over there. 
BLOODY HELL! There goes 
Elizabeth Hurley — now there’s a 
nice, er... split for you. Anyway, | 
only put this grab here so that 
you could experience the two- 
player display for yourself, and 
now that it’s done, I'm off for a 
lie down. 


LAP TIME 


osh. Racing games, eh? 
G You either like them, or 
you don’t. | personally feel 
as though I’ve seen enough rac- 
ing games to last me : 
a lifetime, and with 
the incredible things 
we're seeing in the 
arcades these days, it seems a bit 
laughable to go back to any of the 
Lotus game for a ‘quick’ trundle 
around the ‘slightly weak’ land- 
scapes on offer. 

Still, they have remained one of 
the most popular genres on the 
Amiga for some while, with 
Domark’s F1 being the most 
recent hit. And, lo and behold, 
what's this | see a-coming up my 
pathway at several hundred miles 
an hour? Why, it’s the next 
Domark F1 game — F171: World 
Championship Edition. Now it 
must be said, the original F1 was a 
fairly impressive bit of program- 
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ming, so how have the team 
approached this game? Darren 

_ Anderson, Domark’s_ pro- 
ducer on this little 
baby, is the man 
with the answers: 

“| think the origi- 
nal F7 on the Amiga was pretty 
much as fast and furious as you 
can get, but what we've done 
with this one is put more detail 
into it — onto the tracks 
and side objects. There 
are now 3D animating 
objects at the track- 
side and stuff like 
that. Also, in the orig- 
inal F717 game, there 
wasn’t much attention 
paid to the presentation 
graphics, so we've done a 
lot more on that side of 
things.” 

One of the major priorities with 
the project, was to maintain the 
speed of the original F7, but still 
update the game as a whole. 
There are now 16 tracks, all of 
which are up-to-date, leaving the 
game short of the real Formula 
one circuit by only one (that 
being the new Euro- 
pean Grand Prix track.) 


NOT IN THAT 
COLOUR, MATE 


With the emergence of all the 
‘Virtua’ racing games, and the net- 
work-linked Daytona Racing, does 
Darren not think that perhaps this 
genre is a bit over-worked now? 

“Hmm,” hmms Darren, “I “ease 


like an 
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On something 


phenomenally fast. 
Darren Anderson, 
FI’s producer. 
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it is getting to the point now 
where there’s no real new way to 
approach driving games. Having 
said that, people do like racing 
games — they're always going to 
be there. It’s like with the football 
games; they keep getting done 
time and time again, but people 
still buy them. 
“| don’t think there’s much 
more you can do with the genre, 
especially on machines 
like the Amiga [Arh! 
Take that back. Take 


fas that back!]. | think 
RIZOO It's with something like 
Fl you've pretty 


much reached as far 

as you can go. We 

certainly won't’ be 

attempting to do any 

more racing games or any- 
thing like that after this one.” 

So, having reduced all of the 
Amiga owners to tears with your 
remarks, what is it about F7: 
World Champion Edition that you 
think will appeal to people? 

“Well, hopefully the speed of 

the game, and the 

te fact that it is dif- 
ferent from the 
first game 
there are new 
tracks and new challenges. | 
guess you'd have to be quite into 
racing to go for this. Of course, 
there are eight teams, each with 
two drivers, so you're up against 
fifteen other drivers, and the 
intelligence of the CPU drivers is 
pretty good. Each driver actually 
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Here comes the rain again, falling on my head 
like a tragedy, falling on my head like a new 
emotion (here it comes again, a-harrh). | want 
to walk in the open wind, | want to talk like 
lovers do, | want to dive into your ocean. Is it 
raining with you? So baby talk to me, like 
lovers do. Walk with me, like lovers do. (I'd 
like to thank everyone who has helped me 
with this caption. — Matt.) 


Time flies by when you’re the driver of a train, 
and I ride on the foot plate there and back 
again. Oiy! Nutter! Get out of my way! I'ma 
metal warrior on the road to hell, and | take no 
prisoners as | blast along in my sex-machine. 
(Matt, | think perhaps it’s time you handed 
over your caption writing to someone who, 
er... can. — Haz.) 


Right. There are eight teams in F1, each with 
two drivers. Before you do anything in the 
game, you need to decide which team you 
want to be a part of (not to mention changing 
your name from Herbert to something a bit 
more macho.) This is really more for the expe- 
rienced player who knows how each car han- 
dles. Then again, it could all just be down to 
how pretty the cars are. Who knows? 


varies how they get 
around the track 
themselves, and how 
they react to you; 
whether they try to block you or 
not. They're certainly not drones.” 

A fair amount of the program- 
ming time has gone into this arti- 
ficial intelligence, and even 
though the team had the previ- 
ous game’s code, they still spent 
a good few months tweaking 
things until they were happy. So, 
would Darren say that this was 
the hardest aspect of the pro- 
gramming? Darren challenges the 
might of Allah, in a round-about 
way [Eh? — Andy.]: 

“The hardest part? Just getting 
it finished really! It’s just been a 
time thing. Getting the road look- 
ing good, and just the actual 
appearance of the game has been 
a major challenge. Because it’s a 
completely different engine to 
the one we used in the first 
game, all of that side of things 
have been done from scratch. 
We've also spent a lot of time just 
getting it to play as well as we 
possibly can.” 

It’s generally accepted that, 
while so many of these games are 
similar in content, they only work 
when the handling of the car is 
spot-on. Darren agrees (but not 
on Bank Holidays). 

“Yes, | thinks it's about how 
the user perceives what he’s 
doing, and what action he’s get- 
ting back from the car. It's got to 
respond correctly; you‘ve got to 
feel like you’re in control of it. 
There’s no ‘freak’ way to get 
around corners in F1 — which is 
something a lot of driving games 
do. There’s generally a certain 
amount of lee-way as far as how 
much you can turn this way or 


that. With this . 
game, if you try - mdi kor 
to just ‘hack off’ j=: 


around the track, 
you'll come off straight away.” 

Indeed you do! And, young sir, 
| suggest to you that this is prob- 
ably the harshest racing game 
ever, in as much as, should you 
collide with a road sign at 
150kph, you actually crunch to a 
complete halt. 

“Yeah, well we've taken that 
side of it quite seriously, as well 
as the refuelling and stuff like 
that. It's more than just racing 
around the track; you can’t just 
thrash it round the circuit, you 
have got to be in the right gear.” 

As well as the pure racing 
aspects of the game, the team 
have tried to include a few more 
bits and bobs to keep the player 
active. Entering the pitstop is a 
crucial time for any racer (particu- 


WORK 


larly one who’s 
just relinquished 
first place for a 
pot of tea) and it’s down to 
you to quickly select what tyres 
you want, along with how much 
fuel you want to take on-board. 
Darren, speak to me... 
“Obviously, with the pitstops 
you risk time against the possibil- 
ity of running out of fuel. You can 
also choose to change tyres and 
stuff, either during the race or 
just before. There’s just a 
touch of realism in there 
to keep people tuned 
in.” 


iSIMPLONO 
POR FAVOR? 


In the early versions 
of the game, you 
viewed the game from 
behind the car, but now 
you can choose to either 
be inside or outside the car. 
The way the team have pro- 
grammed this system means that 
the view is much more camera- 
style rather than a set routine, 
which, in turn, means they can 
move the camera around rather 
than just have it fixed in one posi- 
tion. 

As you've come to expect from 
racing games of this ilk, ye good 
olde two-playery split-screeny is in 
there. Though this is often the 
real git as far as maintaining 
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speed within a 
game goes, it has- 

n't actually been too 
horrendous in this case, as Darren 
explains: 

“No, it wasn’t too bad at all. It 
still runs at about three to four 
frames on a standard A500, with 
the single player going at 
about two to three, so 
we haven't really lost 
too much. Obviously, as 
with the original, the 
two-player shrinks things down a 
little bit, but no, we’ve had no 
real problems at 
all with that 
aspect.” And the 
weather? 

“Oh yes, the 
¢ weather 


changes are 


graphically 
depicted as well, 
02'33"98 


so it’s not just a 
little sign pop- 
ping up to tell 
you that ‘it’s 
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TRAGK RECORDS 


-EASY LEVE! 


F1: World Championship Edition comes 
complete with a log of all the world records 
over the various tracks around the world. Of 
course, should you become an expert, you can 
save your own best times and see your name up 
there in lights, alongside the greats. Mansell, 
Schumacher, Mansell, Mansell, and that bloke... 
oh, what's his name? Oh yes — Elizabeth Hurley. 


raining today’. The cars’ handling 
is affected by these changing con- 
ditions. It’s not so much program- 
ming the game to respond more 
sloppily to your controls in bad 
conditions, but more a case of 
watching the cornering and brak- 
p ing. Even in the 
. , wet, a 
straight line is 
a straight line; 
it’s really on the braking 
and corners that you have 

to take more care.” 

There’s really not much more 
than a bit of bug testing to be 
done at this point in the project, 
along with finalising the manual, 
and Darren is confident that peo- 
ple will be astonished by the 
sheer speed. 

“On something like an A1200 
it's phenomenally fast. On the 
A500 it’s a little bit slower, but | 
wouldn't say that you lose any of 
the playability; it’s not something 
that you really notice.” 
Excellent. 


BRAZILIAN GP 


LAP TIHE :01'4114"68 
BEST LAP :02'37"52 
LAP :2/5 

POS :16/16 


IN OUT, IN OUT, SHAKE IT ALL ABOUT! 


Depending on sir’s preferences, we have a choice of two main dishes. For the more adventurous, we 
have ‘cockpit-view’, while for the more traditional, a ‘just behind the bar’ salad is available. When 
viewed from behind, the camera actually moves around so that it’s not just fixed in a straight line. This 
way, not only does it look a lot more attractive, but it means you have a better chance of seeing oppo- 
nent’s cars in front of you. 
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- WORK IN PROGRESS 


So, a hex-based wargame set in the future, you say? Andy Nuttall investigates the 
next generation of strategy game from Impressions, and damned fun it looks, too. 


ne of the games | con- 
verted for Impressions 
was Warriors of Releyne, 


which was a similarly hex-based 
wargame, based on_ Great 
Napoleonic Battles. | kind of half- 
converted it, and half-wrote it. 
The weird thing is, it’s not the 
type of game | would really play.” 

Curious words, coming from a 
guy who's converting Front Lines, 
a new hex-based wargame from 
Impressions. But, talking to 
Andrew Prime, who made this 
statement, you realise that you 
don’t need to know much about 
the games you convert — just 
how to convert them, if you see 
what | mean. “To write, it’s prob- 
ably a very difficult, technical 
game,” he admits. “But, as with 
Warriors of Releyne, the actu- 
al hex-handling bits of 
the code have already 
been written.” 

So what do you do 
to get into this kind of crack? 
Whatever the magic ingredient is, 
Andrew seems to have rather a 
lot of it — having converted over 
six games to the Amiga for 
Impressions. 

“Going back a few years, | orig- 
inally converted... oh, what was it 
called now? Blitzkrieg, that's it. 
From the Atari ST to the Amiga; 
and then there was the sequel to 
that — although | can’t remem- 

ber what that was called. The 
next conversion 1 
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PROJECT: Front Lines 


POU PPC CEC S CEOS ICCC CCC) 
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DEVELOPER: Andrew Prime 
(Conversion programming) 
INITIATED: November 1994 
RELEASE: July 1995 
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Right: “At the moment, | think 
Front Lines will come on three 
disks. But, disk swapping is a pet 
hate of mine, and | intend to make 
it so that there's little or no swap- 
ping in the game itself. It'll take a 
bit of fiddling to get it like that, 
though,” he adds. Saluté. 

would have done was Air Bucks, 
then When Two Worlds War, The 
Blue and The Grey, and D-Day.” 
Clearly Andrew’s been respon- 
sible for most of the Impressions 
Amiga conversions to date, 
although he concedes that some 
of the more recent ones 
are being done by other 
people — mainly due to 
time restrictions. As well 
as doing the conversions, you see, 
he’s also written a few originals 
for Impressions: Renaissance 
[“Space Invaders clone”], Execu- 
tioner [“Thrust-type game”] and 


Crime’ City  [“detective-type 
thing”). 

“1... altered Paladin 2,” he 
adds, ominously. “Originally it 


was Paladin 1/Breach 2, and out 
of that came Paladin 2 — it was 
an improvement on an old game. 
| mucked around with Cohort 2, 
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and I’ve just finished Ultimate, fh 


eammeyocter, Managei te fip- 


ishes with a triumph. Ah, USM. A 
game we reviewed... er... “Not 
very well,” prompts Andrew. No, 
that’s not what | was going to 
say. We didn’t like it, granted, but 
just because seemingly everybody 
else on the planet thought it was 
the best thing ever, that doesn’t 
mean that we’re wrong. Personal 
taste, and all that. 

Anyway... er, ‘Looking forward 
to Front Lines then, eh?’ | stride 
manfully forward. 

“No, not really,” he laughs, ner- 
vously. “It’s a right pain, to be 
honest. The thing is, on the PC it 
runs in 256 colours, with 640x480 
resolution, requiring 4Mb of 
4) RAM and virtual memory.” 
The latter is a feature of hard 

drive-only= hee 


he 


the hard drive space is used in the 
same way as normal memory. 
Meaning conversion to the Amiga 
— even a 2Mb A1200, which is 
the machine Front Lines is being 
aimed at — is something of an 
uphill task. 


FINAL FRONT, 
HERE 
If you don’t know what a hex- 
based wargame is, incidentally, 
it’s simply a strategy game based 
on the positions of two warring 
armies. But, instead of playing on 
a board made up from squares, as 
with conventional wargames, it’s 
made up from hexagons. So, 
instead of just four directions of 
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Aha, a tutorial. I've always said that games 
like this should have on-screen tutorials, and 


— blow me — here is one. 


move in any of six directions. 

The thing about Front Lines 
specifically, though, is that it’s set 
in the near future. This opens up 
possibilities for deploying 
and controlling such 
techy-sounding ' 
equipment aS Siena 
Hover Tanks, the | 
rather ominous ‘Tech 
Infantry’, and the downright 
ridiculous ‘S.C.A.B.’, an acronym 
for Surface-Combat-Airborne-Bat- 
tletank. Must have taken a while 
to come up with that one. 

The Amiga version will run in 
256 colours, but in low-resolution 
(320x200 pixels), and Andrew 
thinks that he can fit it into the 
available memory. “Ideally obvi- 
ously, we would like to keep it in 


WORK 


high-resolution; but the amount 
of graphics memory required 
would mean 3Mb of RAM mini- 
mum, if not 4. It’s just not worth- 
while Impressions doing that; it 
wants the whole 
thing to run on floppy 
and everything, and 
loading all the hi-res 
graphics from floppy 
disk would mean ludicrously long 
waiting times.” 

But, as he’s keen to point out, 
the lower resolution won’t mean 
that you can see less of the game 
— because rather than zooming 
in on the game map, as you'd 
expect, you can still see every- 
thing on the same scale. It’s just a 
bit more blocky, that’s all. “You 
can still see the same number of 


Below: Despite converting the game from a 4Mb PC version, Andrew 
reckons he'll fit most of the game into the Amiga. It will be hard drive 
installable, despite further memory restrictions, as Andrew explains: 
“With a hard drive, you can load things more often. For instance, you 
don’t have to store sound effects in memory, because when one’s 
needed it can be loaded instantly from hard drive. On a floppy-based 
system, the sound must be stored in memory, otherwise it would mean 
a 20-second wait for the sound to load!” 
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See the little hexes around the units? That's 
what hex-based systems are all about, y’see — 
movement in six directions. 


Attac 


squares on the screen,” he con- 
firms. “Because to actually change 
the scale of the game would 
require far too much work — 
almost a complete rewrite, in fact. 
“Saying that, when we did D- 
Day and The Blue and The Grey, 
they were in hi-res on the PC. We 
used them originally, and they 
didn’t look very good. So 
we decided to have two 


modes — one just like ( (pisk swapping is 
a pet hate of mine... 
There'll be little or no = floppy disk.” 
swapping in the game 
itself. 


the PC, and a 
zoomed-in mode, 
where you couldn't 
see as much of the 
game but the graph- 
ics looked much nicer. 
Now, if this [Front Lines] 

is finished, and it doesn’t look 
very nice, I'd imagine we might 
do something similar, if disk 
space allows. 


FRONT BOTTOM 


Up to now, Andrew hasn’‘t spent 
too much time on the Amiga con- 
version. Since he received the 
source code from Impressions in 
November last year, he’s been 
working on and off, while at the 
same time converting U/timate 
Soccer Manager. The conversion 
process is often a case of waiting 
around, though, until the actual 
source code — in this case from 
the PC — is finished, and com- 
pletely tested. 

“| spent about a month fid- 
dling with it,” he says, “but | 
knew it wasn’t quite finished. | 
thought there’d be a few changes 
to the PC code, but suddenly, just 


IN PROGRESS 


Units include such exciting names as: APC, 
S.C.A.B., Hawk and Watchdog aircraft, Tech. 
infantry, and other futuristic stuff. 


a 
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PC version. So all the time I'd 
spent on it was completely wast- 
ed, and it went even further down 
the line. So at the moment, | still 
don’t really know how easy or dif- 
ficult it’s going to be. | don’t 
intend to take anything out of the 
PC version, except for the resolu- 
tion. All the features should be in 
there — oh, excepting the 

title animations. There 
are about 6Mb of 
them, which would 
be impractical from 


With such a com- 
plicated game — 
39 Impressions’ stuff has 
been growing in complex- 
ity with every release — it’s a 
good sign that the programmer's 
trying to keep so much in. It 
would be all too easy to convert it 
quickly, taking out some of the 
bigger features to easily squeeze it 
into the Amiga. But, pleasingly, 
the team seems to be going for 
quality rather than speed. 

One of the final features to go 
into the game conversion is the 
graphics, which in the case of 
Front Lines have already been con- 
verted to work with the Amiga. 
“An Impressions graphic artist in 
America converted them, and | 
have them all on disk some- 
where,” admits Andrew. “I haven't 
actually looked at them yet, but 
about three-quarters of the con- 
version process will be complete 
by the time | put them in. First | 
have to plod through the source 
ms getting it into a state which 
ompile on Mo Airias, and 
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SLIDES 


ADDAMS FAMILY +Y 
AKIRA +Y 

AKIRA 2 +Y 

ALIENS +Y 
ASTRONOMY +Y 
BABYLON 5 +Y 
BODYSHOP 4 AGA (2) Y 
BODYSHOP 5 AGA (2) Y 
BODYSHOP 6 AGA (2) Y 
BRUCE LEE +Y 
CATWOMAN +Y 

CHER +Y 

CINDY CRAWFORD (2) +Y 
CLAUDIA SCHIFFER +Y 
CLAUDIA AGA Y 

FAST CARS +Y 
FENNTASTIC 1 +Y 
FENNTASTIC 3 +Y 
FENNTASTIC 6 +Y 
GLADIATORS +Y 
GARFIELD +Y 

MANGA AGA (4) Y 
MARVEL SLIDES +Y 
MOVIE STARS +Y 

NASA +Y 

RED DWARF +Y 
REVELATIONS +Y 
ROCKY HORROR +Y 
SCREAM QUEENS (2) +Y 
SHARON STONE +Y 
SUPERSTARS 1 AGA Y 
SUPERSTARS 2 AGA Y 
SUPERSTARS 3 AGA Y 
SUPERSTARS 4 AGA Y 
TERMINATOR 2 +Y 
TOTAL RECALL +Y 
TUTENHKAMEN (2) +Y 
WAYNE’S WORLD (2) +Y 
WRESTLEMANIA 7 (2) +Y 
ZERO HOUR MODELS +Y 


FRED FISH 1 TO 1000 
SCOPE 1 TO 220 


GRAVITY FORCE 2 +Y 
Game of the year ‘94 !! 
STARBASE 13 (2) +Y 
Brill point’n'click 

21 GAMES +Y 

On one disk! 

ANT WARS (2) +¥ 

Biow up the bad ants 
MECHFORCE +Y 
Statergy game 

MOOSE DRIVE +Y 
Good overhead racer 
SOCCER CARDS USA +Y 
Footy game USA style 
ARCADE GAMES +Y 

7 classic arcade games 
18TH HOLE GAME (2) +Y 
Great golf game 

BILLY THE DRAGON +Y 
Great platformer 

BOARD GAMES +Y 
Monopoly, Cluedo etc. 
BOUNCE & BLAST +Y 
Excellent Platformer 
BLACK DAWN 2 +Y 

The follow up 

DONKEY KONG +Y 
Classic Arcade game 
TIME ZONER 

great point’n'click adventure 
STARIANS +Y 

Spacey shoot em up 

ICE RUNNER + 

Good platformer 

ORC ATTACK +Y 

Fight them off 
MADFIGHTERS Y 

Beat up your opponent 
ORBIT (2) +Y¥ 

Brill space flight sim 
GALACTIC PREDATOR +Y 
Action packed 
CROBOTS +Y 

Robot war game 


NOBLE 
HOUSE 


48 EDNAM DRIVE 
GLENROTHES, 
FIFE 


KY6 1NB 
Email: NHOUSE @DELPHI.COM 


DEMOS 


HOIS AGA Y 
FULL MOON AGA Y 
APOCALYPSE +Y 


BIG TIME SENSUALITY (2) Y 
ENDLESS PIRACY (2) +Y 


RED SECTOR (2) +Y 
INTERFERENCE +Y 


GLOBAL TRASH +Y 


STATE OF THE ART +Y 


9 FINGERS (2) +¥ 
VIOLATOR +Y 
WARFALCONS +Y 
ZEUS +¥ 
TRACKMO +Y 
TECNOFORCE +Y 


SPIRIT OF NONSENSE +Y 


SINKING DEMAND +Y 


GLOBAL TRASH +Y 


MENTAL HANGOVER +Y 


TOO FUNKY +Y 
THE THING +Y 
RAZIR 1911 +Y¥ 
PUNISHER +Y 


PLASMATRONIC +Y 


PHALANX +Y 
PIECE OF MIND +Y 
OLD BULLS +Y 
NANO +Y 


MELTED EXPERIENCE +Y 


LIQUID REFLEX +Y 


FANTASY FOOTBALL LEAGUE +Y 


Excellent management sim 
THE SHEPHERD +Y 
Pla 


Good top-view racer 


y god 
ROAD TO HELL (2) (1.5 MEG) +Y 


ULTIMATE FX +¥ 
GALAXY LOVE +Y 
SO WHAT (2) +¥ 


Sold as separate disks or buy all 


GAMES 


CRAZY PIPES +Y 

Good Pipeline clone 
DELUXE PACMAN 
DOWNHILL CHALLENGE +Y 
Good ski sim 

DUNGEON FLIPPER +Y 

Be a Pinball wizard 
GALAGA DELUXE +Y 

Good shoot’em up 
GLASSBACK 2 +Y 

Great new platformer 
LEMMINGOIDS +Y 

Play asteroids with lemmings 
MARBLES +Y 

Brilliant puzzle game 
MOOSE DRIVE +Y 

Great racing game 
NANOFLY +Y 

Excellent shoot'em up 
OUCH +Y 

Hit the moles 

SCOTTISH FOOTBALL MANAGER +Y 
Management sim 

DSPACE INVASION +Y 
Nostalgia attack! 


1200 ONLY GAMES 


2 PLAYER GAMES 

Fatal Blows & Super Spaceball 
AGA TETRIS 

BAZZA & RUNT 

Excellent platformer 
CYBERTECH CORPS (2) 
PD version of Alien Breed 2 
KLONDIKE AGA (3) 
Excellent card game 
MASQUERADE (2) 

Superb puzzle game 
MEGABALL AGA 

Classic bat'n’ball 
MOTOROLA INVADERS (2) 
AGA space invaders. Brilliant 
ROCKETZ 

Great shoot’em up 

TRICK OR TREAT 

2 player Doom clone 
ZOMBIE APOCALYPSE 2 
Shoot’em down! 


GLAMOUR SLIDES 

ANIME ATTRACTIONS (4) +Y 

BORDELLO BEAUTIES 1 +Y 

BORDELLO BEAUTIES 2 (2) +Y 

BORDELLO BEAUTIES 3 (2) +Y 

BORDELLO BEAUTIES 4 +Y 

BUST UP +Y 

CASTING COUCH (2) +Y 

CHEEKY CHARLIES +Y 

DOMINIA 1 +Y 

DOMINIA 2 +Y 

THE FOX +Y 

GIRLS, GIRLS, GIRLS 2 +Y 

GON GON GIRLS +Y 

HOT GIRLS +Y 

JADE AGA (6) Y 

MAGNIFICO (5) +Y 

MELONS AGA (4) Y 

MAYFAIR BEAUTIES 1 +Y 

MAYFAIR BEAUTIES 2 +Y 

MAYFAIR BEAUTIES 3 +Y 

PARADISE PICTURE SHOW 2 +Y 

PENTIRE GLAMOUR (2) +Y 

PETS (2) +Y 

SLAYER STEVE 1 +Y 

SLAYER STEVE 2 +Y 

SLAYER STEVE 3 +Y 

STOCKING FILLERS (3) +Y 

SUPERSEXY (5) +Y 

SUPERGIRLS 3 +Y 

TWILIGHT SLIDES +Y 

UTOPIA 1 +Y 

UTOPIA 2 +Y 

UTOPIA 3 +Y 

UTOPIA 4 +Y 

WOMEN OF THE ORIENT +Y 
Any 12 disks for £10.00 


HUGE SELECTION OF 18+ 
TITLES IN STOCK 
(PROOF OF AGE REQUIRED) 
FULL LISTING IN CATALOGUE 


ASSASSINS, JAM ETC 


14 for for only £10.00 


+ 500+/600 compatible Y 1200 compatible ( ) Number of disks 
1 - 5 disks £1.50 per disk 6 - 14 disks £1.25 per disk 15+ disks £1.00 per disk 
UK postage FREE Europe postage £2.00 R.O.W. postage £3.50 
Payment in £’s sterling only. Cheques/PO’s payable to Noble 
Fast turnaround. All orders sent by 1st class post. Write for FREE catalogue disk. 


BATH 01225 858229 


GAMES 

GOOS PIT FIGHTER 2 Disk 3 Fighters 
GO13 THE REVENGE Platform shootup 
GO14 WILD FIRE Slide scrol shoot up 
GOIS MEGABALL This is a must, 
good fast game 
GOI17 THE ULTIMATE PLATFORM 
COMPILATION 
23 CAVE RUNNER Packman type 
BATTLE TONG 1-2 Player 
GO26 DRAGONS CAVE W/B 3 
GO28 GAMES BONANZA 20+ Games 
GO33 AIR WARRIOR Shorties blue 

moon cobra plus others 
GO36 AGATRON DISK | 3D spacerun 
G038 SMURFHUNT Up scrolshootup 
G042 A1200 TETRIS 
G043 GIDDY Enough said. 
GLOBAL THURMONUCLEAR 
WARFARE 2 player USA V USSR. 
G046 PETERS QUEST A 4 game disk. 
G048 NEIGHBOURS GAME (2 disks) 
FIGHTING WARRIORS 1-2 players 
BOMBE JACKY Remove bombs. 
G0S2 CARD GAMES 
GOS3 XENEX Fast astroids type 5 levels 9 


pons 
G054 JETMAN Platform not the usual 


18th HOLE GOLF (2 Disks) 
GOS7 SPACE INVADERS Plus 2 others 
G058 SPACE RESCUE Side shootup 
AMOS CRICKET W/B 

G062 MARIO WONDERLAND 
TASK FORCE Strategy game 
G067 REVOLUTION +2 board games 
OVERLANDER Horiz scrol but 
shooting is vervhoris. 

G069 ARAZMIX 40 levels in all 
TOTAL CARNAGE bDiast it all 


CARD SHARP 5 Card games 
DUEL 2 player shoot up 

TOP SECRET Usual platform 
JELLYQUEST Arcade / puzzler 
FIERFLY Fast race / shootup 
TASK FORCE WITH INTRO. 
WORLD DARTS 1-2 Player 
ANT WARS Simulations 2 Player 
action with all war equipment 2 disks 
G086 RAGS TO RICHES 

G087 CASH FRUIT Accurate fruit 
machine simulator 

G088 AMOS COIN DROP |-4 players 
G089_ KARATE CHAMP 

G090 SUPER MEGA FRUITS NEW for 
95 the best on Amiga 


SUPERKILLERS 
VO0O!1 SUPERKILLERS Highly 
recommended as it could save you £££'s A 
separate version for AGA machines 
PLEASE STATE MACHINE. 
All our disks are virus free 


G070 
G071 
G073 
G074 
G075 
G076 
G077 
G080 
G08 1 
G084 
G085 


ASSASSINS 
Excellent value games 
No’s up to 135. 


TO ORDER QUOTE ASI-THEN THE DISK 
NUMBER eg. ASI-123 ALL AT THIS 
MONTHS PRICE 90P. 

LOOK BELOW FOR OFFERS 


EDUCATION 


E001 DINOSAURS A story book on disk 
£002. SCIENCE ASTRONOMY 

£003. SCIENCE 2 STAR CHARTS 

E006 SILHOUETTE Intelligence test 
E009 KIDS DISK Colour the ABC 

E010 LEARN & PLAY 4 Progs for the 
young 

E011 LEARN & PLAY 2 Another 7 progs 
E012. GCE MATHS Maths tutor 

E013) LANGUAGE TUTOR French 
Spanish 

German and Italian 

E016 AMOS CHILDS QUIZ 

E018 EDUCATION GAMES 

E019. BACK TO SCHOOL | 

£020 BACK TO SCHOOL 2 

E021. COLOUR IT Kids colouring book 


we also stock about 10 language demo disks. 


FONTS 


NO STUPID PRICES HERE ALL AT THE 
SAME PRICE 90P, EACH SCALABE 
FONTS 26 IN ALL MIX AND MATCH 
Nos F101-F126 

ADOBE FONTS ANOTHER 26 TO MIX 
AND MATCH Nos F001-F026 

FON1 FONTS WORKSHOP 

U0067 FONTS FOR D PAINT 

SEE OFFERS BELOW 


MUSIC 


M001-M010 MUSIC MODULES A set of 10 
disks of good music the set for £8.00 (10 
disks) or 90p each 

MOI! AMIGA CHARTS III 

M012) MENTAL HANGOVER 

M017. CULT 

M022 AMAZING TUNES 3 DISK SET 
M025 GODBRAINS HOUSE MIX 
M027 MEWTRONS MUSICAL DISK 
M028 ORIGINAL RIPS 2 

M029 ORIGINAL RIPS 3 

M033 TECHNOTRONIC REMIX 
M034. POWER REMIX BASS X 

M037 TECHNOMANIA 2 

M046 C-CAD MODULES Octamed. 


129 CATHERINE WAY 


BATHEASTON 
BATH AVON 
BAI 7PPB 

UTILITIES 


U00l X COPY 343 GAMES 
U003 COPY DISK 
U004 = ATOOL Virus x / Menu maker 
U00S5 LANDGARDENER 
U006 DEMO DISK PROGS 
U009 AGA FIXDISK 
U0IO HAMLAB 
U012) CATALOGUE MAKER (2 disks) 
U013) DIGITISED SAMPLE PLAYER 
J017 PROFFESIONAL DEMO MAKER 
0 REAL 3D 
2 BUSINESS CARD MAKER 
U023. RECORD KEEPING (bank) 
U024 FLEXBASE (Hisoft basic) 
U026 TV GRAPHICS 2 disks 
U028 AMITURE RADIO | coms. 
U033) + =DIGIVIEW PICKS 2 Disks 
U034 BUSINESS PACKAGE 3 Disks 
U036 MEGA BOOT 50 BOOT TOOLS 
U039 ~=101 UTILITIES 
U041 SLIDESHOW MAKER 
U044 LABLE PRINTER 
U046 CRUNCH AND COPY 
U0SO GURU Guru decoder 
U067 FONTS FOR D PAINT 
U060 A-GENE Family tree 
U066 MULTI VISION 1 
U067 MULTI VISION 2 
U069. CITIZEN PRINT DRIVER 
U072 ANTI VIRUS X 4.0 
U073 | 1.3 APDL UTILITIES 
U090. »=ELECTRO CAD 
U091 LABLE PRINTER 
U093 HANDY TOOLS | 
U104 CONVERTERS Picture format 
U107 ED TEX EDITOR 
Ull1 YS TEST 500/2000 
U126 GFX CONVERTER 
D128 LABLE PRINTER 
UI31 ANTI VIRUS COMPILATION 
U136 600 BUSINESS LETTERS 
U139 PRINTER DRIVERS 
U147 DISK LABLE DESIGNER 
U1S2 ICONS (180+) 
U!I68 GAME TAMER V4.01 
U173 DESK TOP PUBLISHER 
U1L75. D PAINT TUTOR 
UI79 =CLR TUTOR 
Ul180 DISK OPTIMISER 
U1I8S _ POOLS TOOLS 
U186 V MORPH 2.21 
UI89 SCREEN BLANKERS 
U199 ANTI PLICKER 

MCAD 


5 MC 
U206 BAD FORMAT 
U123.) A1200 UTILS 
U21S UNBELIEVABLE UTILS 
U220 PC TASK 
U222. SPECTRUM EMULATOR 2 Disks 
U246 CONVERTERS PACK 
U247—A-Z PAINT PAD Kids paint pot 
U249. JR COMS 
U250 SUPERC 
U251 PC<>AMIGA 
U252. PC TASK AGA 
U254 MAIL BASE 
U256 DEGRADERS 
U271 U DRAW V1.1 
U275 3D HELPER Good start 
U276 SPACE PROJECTIONS 
U283 TEXT ENGINE V4.1 
U297. TS MORPH 
U298 CONVERT HAM AGA UTIL 
U299. COP THE LOT LOTO NUMBERS 
U300 LOCK OUT H/D LOCK UP 


ALL DISKS THIS 
MONTH REDUCED BY 
30% TO 90p VES 90 pI 


DEMOS 


SLIDES 
DSOl CARTOON SLIDESHOW 
DSO3 NASA PICTURES 
DS11 RED DWARF | 2 disks 
DS18 BRITISH RAIL TRAINS 
DS19 DEEP SPACE 9 
DS20 AIRCRAFT WARPLANES 
DS21 ALIENS | story book 
DS22 ALIENS II 
DS24 WILDLIFE 

ANIM 
DAO03 2D ANIM 
DA0S AGATRON ANIM 37 
DA06 SPACE FIGHTER 
DA12 LAURAL & HARDY 2 disks 
DAI6 LOONY TUNES 
DA20 PUGS IN SPACE 


GAMES 
ARMY MOVES shootup 
EVILDEAD W/B1.3 
DGO3 AUTOBAHN 300! fusion 
DG04 DAWN MEGADEMO 
DGOS MANIC RAVE 4 disks 
DGO7 ELVIRA 

MUSIC 

DMO! QUEEN FLASH 3 Disks 
DM07 DARKNESS MEGADEMO | 
DM08 NIGHT DEMO 
DM09 MAD MONKS 
DMI1O NORTH STAR MEGADEMO 
DM11 PREDITORS MEGADEMO 2 disks 
DM!2 HORIZON DEMO 
DM14 TEAM HOI MEGADEMO W/B 
1200 
DMIS5 WALKER DEMO II 
DM16 COMA DEMO 


VOICE 


DGO1 
DG02 


DV0O1 NOT THE NINE OCLOCK NEWS 2 
disks 
DV03 BILLY CONNOLY 2 disks 


DV06 WAR SIMULATOR 
AGA 


A019 TO A023 PICTURES SET 5 DISKS 
IN ALL AS A SET OR SINGLES 

A024 FIT CHIX 1200 ONLY 2 DISKS 
ADULT 

AO25 BODY SHOP MORE GIRLY PICS 
ADULT 


A030 FERRARI PICS 


A036 NIGHT BREAD PICS IN 256 
COLOUR 2 DISKS 

G042 AGA TETRIS WITH 256 
COLOURS 

G82 AGA CHESS 4MB Ram 

U001 ULTIMATE BACK UP DISK 
U118 WORKBENCH HACKS 

UI23) MORE WORKBENCH HACKS 
U255 W/B 3.0 INSTALL TO D/H 
U272. WORKBENCH V3.0 screens 


ALL DISKS COMPATABLE 
WITH ALL AMIGAS WHIEN 
DISK K001 DISKSTART V1.3 
TO USED ON AS00+/AG00/ 
A1200/A4000 


THIS IS NOT A FULL LIST OF OUR 
DISKS WE NOW HAVE A CATALOGUE 
DISK AT 75P + P&P OR FREE WITH 
YOUR FIRST ORDER, UPDATE FREE 


VIDEO ART 


U026 TV GRAFFIX Backdrops for use 
with D Paint + Genlocks (2 disks) 

U169 HARLEQUIN VIDEO ART | 
Backdrops for genlocks superb quality 


U171 HARLEQUIN FONTS Hi-res fonts DO NOT FORGET ALL OUR PD 
U172 HARLEQUIN FONTS 2 more of the DISKS THIS MONTH ARE 90P EACH 
above, order with U171 AS A 2 DISK SET +P&P SEE RATES BELOW 


We can now supply you with commercial titles over 400 in all from 
£12.99 for 688 Attack sub up to £259.99 for Broadcast titler ii (pal) 
other titles include Aladdin (A1200), Arcade pool, Battletoads, 
Pinball Dreams/Fantasies, Nightbreed, Myth, Sim City, Space 
Quest IV, Sim Ant, Soccer Kid, Star Trek (A1200), Syndicate, 
Zeewolf, Zool, UFO Enemy Unknown A1 200 


ACCESSORIES 


JOYSTICKS FROM £5.99 FOR QUICKSHOT JNR 
PYTHON 5 £9.99 ZIP STICKS £12.99 MAVERICK 1 
£11.99 PLUS OTHERS 
DUST COVERS A1200 £4.00 A600 £4.00 
MOUSE MATS 6mm £3.00/8mm £4.00 
MOUSE FROM £11.99 WE CAN ALSO SUPPLY 
YOUR DISK LABELS, PAPER, DISK BOXES AND MOST 
OTHER MISCELLANEOUS ITEMS 
POSTAGE SOFTWARE UK £2.00 EEC £3.00 per item NON 
EEC £4.50 per item ACCESSORIES 
orders under £40.00 (£2.50) over £40.00 free 


DO NOT FORGET YOUR CATALOGUE 


DISK PRICES P&P 
ALL DISKS THE SAME PRICE 90p each 


for PDs Other software sc priced if you can not 
see it listed phone if we have not got it we can get it. 
Postage UK 80p. Europe +45p per Disk (min £1) 
World +45p per Disk (min £2) 
Cheques & POs payable to SPEEDY PD. Orders sent out Ist class. 
Please state machine and magazine 
THIS MONTHS OFFERS 
ASSASSINS 90p EACH/10 FOR £8.00 
FONTS 90p EACH/13 FOR £11.00 
5 GAMES + 5 UTILITIES £8.50 
10 GAMES + 10 UTILITIES £16.00 
5/10 GAMES IN THIS MIX IS NO ASSI 
5 GAMES + 5 UTILITIES + 10 ASSASSINS FOR £16.50 
MIX 25 DISKS FROM THIS ADVERT 
FOR £21.00 ALL PLUS P&P 
THIS OFFER IS FOR THIS ADVERT ONLY 
ALL OTHER OFFERS ARE CANCELED 


A 
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We believe that a picture paints a thousand words. Well, big ones do 
anyway. Small ones paint far fewer, and many only fill the space of 
say, 50 or so. The One aims to strike a balance between big pictures 


and small pictures to keep the words down to minimum. Which means 


it’s less boring for you. Hurrah! 
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VIROCOP 
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The ‘Overall’ score is not an average 


mark. it simply encapsulates the review- 


er's total experience of the game. Man. 


Rubbish. Offensively low 
quality. Arse, even. 


Below average. Not accept- 
able by today’s standards. 


Above average. But still 
plenty of room for 
improvement. 


Virocop... the germ of a really 
good idea? 
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impressions Rally Championships... demon- 


strably no contest? 


Tower of Souls... a great big 
pile of fish? 


- ..~ Fair to good. Lots of nice 
points, but in no way perfect. 


Pretty damn smart. Well above 
average. 


Extremely good but just short 
of excellent. Well done. 


_ Excellent! Magnificent in every 
way. Go and buy it. Now. 


Man. United... the beaten Coca- 
Cola Cup finalists (eh? — Andy.). 


ANDY NUTTALL 
Come on everyone, 
let’s talk sausages! 
Andy, what’s your 
favourite? Mutton? “I 
had some great pork 
& apple ones in the 
bath the other day,” offers the 
Welsh firebrand. “But best of all, | 
like cutting chipolatas in half, 
lengthways mind, so that you can 
fry the middle bits before you put 
them in your sandwich”. | see. 
Brown sauce? “No way. It’s got to 
be Heinz tomato. I’m very picky.” 


MATT BROUGHTON 
Matthew. Any ideas? 
“If you want my 
advice you'll get your- 
self down to Kwik 
Save and get one of 
those enormous bags 
of super cheapo sausages — you 
get 100 or so for about £1.” 
Sounds disgusting. “My girlf is par- 
tial to a goggy egg, chips and 
sausages,” warbles beard-face 
unstoppably, “and she’s liable to 
demand it the moment she wakes 
up.” No, it still sounds disgusting. 


HARRY ATTRILL 
“| prefer Lincolnshire 
sausages, the ones 
with fresh herbs” 
drawls our Feechy, 
“unless of course you 
count The Sausage — 
that’s my son, Edmund, The 
Sausage. | prefer him to Lin- 
colnshire any day. | have fond 
memories of Temple Brewer, which 
is near Rauceby, my Grandmoth- 
er’s home, but on the whole | pre- 
fer their sausages to their land- 
scape. Too many dykes”. 


JO WINSLOW 
That Jo is getting a 
bit wise to my inter- 
view technique, read- 
ers. When | asked her, 
oh so_ innocently, 
what her favourite 
sausage was, she replied unhesitat- 
ingly with a horrid leer and more 
twinkles in her eyes than 
Portsmouth at cockshut: “A big fat 
spicy one. But you've got to have 
fried onions with them. | love 
fried onions.” That's it then, 
love? “Yes, go away”. 
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This (right) is the git of the game 


fairly harmless here on level one, 


"ae? efore I can exit the level. 


He's a cop. His name is DAVE. DAVE is his name, and a 
viros is his game. Virocop is the name. Of. The games oe 


— Mr Virus. Though he may look 


by the time you get up a few 
more zones, the bugger’s spit- 
ting crap and poo at you from 
all sides. Shoot this little devil 
for long enough and he'll burst 
open, leaving you a few 
pressies and a letter to use for 
the password. A green number 
‘3’ appears up by the score, 
showing that, after killing this 
fella, there'll only be two left to 


Matt Broughton writes. 


he future, though, it’s 
great isn’t it? Or, er... it 
will be. And the best thing 


about the future is that, unlike 
the chances of Andy ever being 
funny, or me becoming editor, it's 
definitely going to happen, soon- 
er or later. There really is no 
avoiding the damn thing. 

Of course, once the future 
does arrive, you can be sure that 
I'll be up the front of the queue, 
alongside Arthur C Clarke and 
Carol Vorderman, collecting my 
Space Watches, Jet Packs, and 
Future Sausages (which, inciden- 


tally, grow back if you leave a lit- i 
tle bit after your dinner and en 
then put it in a bowl of « 


warm water.) 

And what = about 
games and_ enter- 
tainment in the “A 
future? Well, 
the mind boggles! (As does 
Andy’s face.) Never mind your Vir- 
tua Pants-Fighter and_ three- 
dimensional Kettle Simulator, 
in the future you'll be able to & 


actually wander around your = 


favourite games. Yes! on) 


Imagine it, celebrating VE 4 


day by going inside Cannon Fod- 
der and helping Ginger, Tubby 
and all the other little fellas. Or 
shrinking down to the microscop- 
ic scale of an ant, and eating lots 
of apples in that classic game, 
Ants. Or perhaps not. 

Well this truly interactive game 
scenario is what it’s all about in 
Virocop, but, as is always the way 

with these plots, something has 
gone horribly wrong. 
Throughout the various game 
zones that the paying/playing 


f to, viruses have man- 
“ aged to crash into the 


“system, and are busy terroris- 


ing innocent gamers who believe 
the viruses to be part of the deal. 
This (and | want to make this 
quite clear) is a job for the Digital 
Armoured Virus Exterminator. 
D.A.V.E. (Address withheld). And 
it's now down to you to climb 
.A inside D.A.V.E.’s shell and deal 
out some death to the nasty 
* green buggers. Of course, 
there are a number of game 
zones to plough through, and the 
moment you are beamed in, the 
game will respond to you as 
though you were a part of it. And 
that means death with a capital 
‘A’ [Eh? — Andy.]. And perhaps 
some italics as well! And that’s it 
folks. There are shoot-’em-up lev- 
els to clear, Cannon Fodder- 
inspired affairs, and even an RPG 
to plod through. All you have are 
your wits and a vast array of 
weapons. Or, if you're Welsh, just 
a vast array of weapons. 


oy ‘ 
‘voy tS 
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Unfortunately, not all of the ene- 
mies in Virocop are vulnerable, 
and, like these bombing babies 
(above), need to be avoided. 
These fellas move in a standard 
way, and aren't actually too 
much bother... unlike the whirl- 
wind bugger, which can’t be hit 
while spinning, and once 
stopped, turns into a witch-thing 
that lobs bombs! Mayday! 


CORRE RRR E EERE EERE EERE REET EERE EEE REET EEE EEE EEE EEE EEE EEE 


Phew crikey! Some of these end- 
of-level guardians are gits, aren't 
they! This one is actually quite 
complicated, as it involves using 
extractor fans in the floor to 
raise you up to a level where you 
can blow up the two side 
demons that throw electrical 
charges at you. And just to make 
things even more interesting, the 
enormous King Kong git sends 
snakes out of his nostrils unless 
you hit him regularly enough to 
keep his nose bleed up! (surreal? 
Fish wibble hatstand, more like!) 


‘Wala 


a ee aaeaee 


This little icon above me is a friendly face in 
the crowd, to be sure. Pick this helpful fella 


Though Graftgold is better known for creating PHASE COMPLETE! Doh! Sorry, wrong game. 
concepts rather than relying on tried and test- Yep, this is the Cannon Fodder-esque game, 


up and you'll receive the latest in special ed methods in their games, there are the odd complete with gun turrets, helicopters, and 
power-ups. You can gain anything from moments of normality. Here we see me stand- tons of little soldiers to either blow up or run 
shields to burst fire to bucket-loads of land ing on a good old moving platform affair. over. Each different ‘game’ is extremely 
mines here, though they generally only come _—_- Unfortunately, there’s not much point in my stylised, so it’s not just a graphical nicety, the 


doing this right now, as I've yet to find the actual method of level design is quite differ- 

switch that makes the ent. One of the best things here is storming 

damn thing work. the various fortresses, ready with a ‘big arse- 
ARRRRSSSSEEEE! nal’ to stick right up their, er ‘big-arse-nole’. 


with a small ammo supply. By hitting the 

space bar, you'll now find that you have a 

fourth weapon compartment, filled with all 
! manner of loverly goods. Hurrah! 
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‘\ Right: OH BUGGER! Well, to be honest, I real- 
ly meant to run into that enormous spin- 
ning blade and blow up right now [yeah, 


we believe you. — Andy.]. Er... oh | know EE OS © = oh 


EES CBRE Be 
— this grab is to show you what happens ey a 
when you run out of energy. Yes, that’s ihe » re see 
right. Phew crikey, look at all that busi- ‘ aS ae 


ness that was inside me! Tsch, | don’t 
know. What is the world coming to? [Yes, 
you can stop now Matt. — Andy.]. 


~~, 


D.A.V.E.’s power supply 
is shown throughout 
the game as an attrac- 
tive little battery in the 
bottom left of the 
screen. The level falls and 
rises as you take hits and 
collect extra energy, er... 
respectively. There are 
three different strengths 
of battery to be collected 
as you travel through the 
game, each holding a 
greater amount of energy 
than the one before. 


Phew! Tons going on here. First up is the tasty little restart which, 
here, is a cute little TV that fizzes into life. Left of that is a switch 
which, once shot, will activate some platform elsewhere one 
the level. Other than that, there’s a nasty one-eyed monster- 
thing, along with a dustbin that acts as a monster genera- 
tor, chucking out tons of homing killer fruit. RUN AWAY! 
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Throughout the various levels there are a number of restart points. x Hello there young fella-me-lad! A familiar face in amongst all the 
Once touched, these spots save your current battery level, your * weirdness and bustle. Dr. Pacman, | presume? Of course, in true 


Re Sc fe 


a 3 
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weapons, and, rather obviously, your position on that level’s map. =. Graftgold style, this is Pacman with a difference — shoot it and it 
These vary graphically depending upon the level, so whereas the spe J sends tons of homing killer-fruit after you. On reflection, this probably 
level has enormous scoreboards to trigger, this fantasy level (called means that it isn’t Pacman at all. Damn. Still, nice grab, eh? Reminds 
Crusade) has a rather charming sword in the me of that time | was serving in the Royal Forces in India. Of course, 
stone affair. And very nice it is too. that was during a previous life, and of no consequence here. At all. 


(Left circle) When you kill monsters (and there’s really no avoiding this activity in Virocop), they will 
burst forth with one of two things. You can pretty much depend upon getting yourself some bits (i.e. 
little 1s or Os) which go towards you points bonus, but will often also get some power balls thrown 
out at the same time (there's a little red one above the explosion here). These don’t last very long, but 
once collected, can be used as currency. These powerballs come in three different flavours; blue, red, 
and green. All of which are about to prove very useful... 


Below: Well HELLOOOOOOOO WEAPONS! Here they all are, ladies and gentlemen, and what beauties 
they are! Youre gonna’ have to spend your valuable power balls here, but it’s worth it in the long 
‘run. In addition to these weapons, you'll also come across a number of special weapons left around 

the game zones during play. These are; Shields, Multi-ring (a cluster of mines), Drone helpers, and 
Smart bombs. Anyway, what say we take a closer look at these beauties... 
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1 SINGLE SHELL. Fast repeat, but low damage. This is the default weapon. 2 MORTAR. A slow repeat lobbed bomb for mid-range. 

3 MINE. A slow repeat dropped weapon. High damage area. 4 3-WAY SHELL. Like the single shell, only, er...three of ‘em. 22.5° apart! 
5S PLASMA SURROUND. All-round close-range protective shot. 6 MISSILE SPREAD. 8 high-damage short-range missiles. Limited shots. 7 TWIN 
MISSILE. High-damage slow-repeat. limited shots. 8 HOMER. Doh! High-damage target-seeking missile. Limited shots. 9 TWIN HOMER. Doh! 
Doh! Like the single, only, er... doubled. 10 SMALL FLAME THROWER. Mid-range ‘directable’ weapon. 11 PLASMA. 3-way fast-repeat low-range 
plasma. 2 high, 1 low. 12 LARGE FLAME THROWER. Long-range daddy of the small jobbie. 13 TWIN-BOLT LASER. 2 parallel bolts. 1 high, 1 
low. Reflects off walls. 14 BEAM LASER. Slow-recharge mid-damage laser. limited shots. 15 STARBURST. Flame-emitting mines. Limited 
shots. Please note, I've arranged these in a completely random fashion, so finding them can be a game in itself! 


Golly, what fun I'm having walking you through the various themed 
levels. Anyway, this is the sports level (a zone called ‘It’s a funny old 
game’) which features tons of tennis ball-launching machines, rene- 
gade snooker balls, and dart boards that throw darts at you, not 
to mention rather unpredictable gits that bounce around on 

space hoppers. Tsch! Those crazy wacky dudes at Graftgold 
just don’t know when to stop, do they? 


Variety is the spice of life, and here in the 
middle of the Cannon Fodder-style lev- 
els, we find ourselves surrounded 


by deadly water. Of course, being ae et is 
a nasty sort, Graftgold has posi- (1. f= 
tioned this virus rightinthe <>3* ' ) PT ror” 
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middle of big battle ships, 
armed with tons and tons of 
homing guns. Fortunately, 
I've got my favourite 4 «a 
weapon, the plasma rings, 
and having killed the green 
git, | can now collect my pass- 


word letter. Hurrah! |= 
pe foot. —- 
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A classic moment in Virocop. | have no energy left, there’s a giant killer 

flytrap spitting crap at me from the left, a mystic shaman hurling fire- 

balls from above, and an enormous spread of fire 
coming from below. | think we can quite safely 


dé eo —— say I'm about to die. Shame, really. | didn’t 
[Xm even get to use my special drone (the spe- 
cial in the bottom right box). Poo. 


oa Sp, Cheerleaders! My favourites! Each 
a zone has a number of hostages to be 
® rescued (which happens automatical- 

ly once you've destroyed that level's 
guardian). Here in the sport zone, I've 
just dispatched some killer ice hockey 
players and released these loverly 
girls. They‘re extremely agile, loverly, 

and supple. I'll just wait here. You can 

get your kit off whenever you're ready. 

[Time to move on! — Andy.]. 


Virocop is an excellent game, 
and a right old beaut to behold. 
Graphically, there are more treats 


aneneseaege 
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than a Woolworth pick 'n' mix, ~~" es enegade | 
and the sonics change between ae om =| 
cutesy tracks and belting sound , 1 
FX. Being able to play as a team 
is not really the best way to ey 


and complete the game, but it's 


damn good fun (not to mention a 
good reason to shout at 
Harry!) The presenta- 
tion throughout 
J Nirocop is quite shimply 
shuper. Everything has a crispy- 
crackly sharpness to it, and the 
whole game truly ‘flows’. Some 
of the weapon effects are so 
loverly, you just use up all of 
your ammo _ watching, while 
some of the baddies encountered 
redefine the term ‘git’. The virus- 
es themselves provide more than 
enough challenge — even for the 
hardened games player — and 
though the levels are enormous, 
the password system keeps 
things from getting too one-sided. _ 
“Why not 90 percent then?” You 
ask. Well, it is a beautiful game, but 

not one that really evolves as far as gameplay goes. 
Sure, you've got different graphics popping up at you as 
you progress through the levels, and yes, the levels do 
vary in style and feel; but after about 10 levels, it's hard 
not to notice that you're still doing much the same thing 
as you were two days ago. Again, the various weapons 
are good to save up for and play with, but it doesn’t 
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take too long to find out which ones are the four or five 
‘winning combinations’ and after that, any serious play- 
er will never touch the other toys again. Still, compared 
with all of the positives, this little repetition gripe is 
hardly a worrying aspect, and simply stops the game 
from being ‘bloody amazing’ rather than just damn 
good! Seeing a game such as Virocop, and having the 
pleasure of reviewing it, just reminds me how few 
games of this ilk and quality we see these days. Sad, eh? 


same as the A1200, but with groovy CD 
; sound. The CD32 joypad is also groovy. Too. 


The A5/600 version is pretty much the same, 
only with the usual colour restrictions, and 
one fewer level. The CD32 version will be the 
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2 read le ‘monsters 
ayte = humble joystick/ 
feen combination struggles to 
Br iatiace of simulated 
s through the letter-box of 
reality. If | may loll on the psychi- 
as atrists couch for a second, read- 
s, with one alabaster arm flung 
theatrically over my face and the 
~ other dangling so that my fingers 
can brush carelessly through a 
bowl of musk-rose-petals, this 
may be why | find flight-sims 
much more satisfactory. In Dawn 
Patrol, RFTS, TFX, and even, god 
forgive me, Airbus A320 the old 
joystick sort of plays the part of 
the aeroplane’s, er... joystick and 
thus the tension, nay conflict 
betwixt what one instinctively 
feels and what the gameplay may 
quite reasonably demand, is that 
much less. It may have also some- 
thing to do with the fact that | 
drive a car all the time but have 
only ever flown a glider, so pilot- 
ing the aeroplane is more of yer 
fantasy than yer actuality. Of 
course, driving a car is pretty 
familiar, and if truth be told, 
(which it must, on pain of death) 
much more demanding and fun, 
than playing some of the so- 
called racing games. Those which 
work best seem to me to be 


those which do 
ape ee not strive too 


Call me Polly Picky the Pecking 
Paraquet, but why start 
the Championship with 

the most difficult dri- 
ving conditions? Surely 

\ there should be a pro- 

. gression towards dif- 


things? This snow is 
all slippy whereas the 
next two stages, desert 
and forest are compara- 
tively easy to negotiate. | 
blame the Scandinavians. 


ecg 


See how | avoid the big hole 
(right of picture) with pinpoint 
accuracy, by steering cleverly 
around it. It’s the mother of all 
throttles, | can tell you! 
hard after ‘realism’, like those 
tongue-scouring pair of Acid 
drops, Roadkill and Skidmarks, or 
Team 17's lipsmackingly tart ATR. 
In these games there is much 
more going on than simply ‘dri- 
ving’ a ‘car’ around a ‘track’, 
which | suggest to your wor- 
ships, quickly becomes boring. 
You can call me _ Barrington 
Pheloung, but | found Lotus 
Turbo Challenge turgid, com- 
pared to say, Bump ‘n’ Burn and 
Powerdrive positively pedestrian 
when placed athwart the bucking 
thews of F7 or Vroom. 

So along comes Rally Champi- 
onships from Flair, a company 
not noted for its er, flair (Whizz 
being the exception that proves 
the rule) and | find myself au 
demi-nelson (having a sophisti- 
cated wrestle) with my con- 
science. Obviously, as it’s a rally 
sim, there are no other cars or 
players to race against, (which, in 
our book, was the problem with 
Powerdrive) so from the off, your 
foot is forced to floor the realism 
pedal in the hope that the game 
engine will provide the necessary 
revs. You'll be wanting to know 
the outcome now, |! reckon, 
midears. Hark! | hear the 
verdict Valkyrie call- 


ing... @ 


ficulty in these 
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Rally Championships is remarkably s 
Powerdrive in many ways. It's a rally 
for a start. You play it on ane . ay 
variety of tracks, and, er.. eat ul 
these exciting and varied stale ney ( 


Z 11 35100240. 


Here | arm ina a sWampy bit. In : the top 

of this grab you will notice many inter- 

esting things. Your sp and RPM. Your gear. 
Your time. The time you need to qualify etc. In 
fact not etc. at all. That's it. Entirely. 
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My what a helpful 
young arrow! It 
points Left as my 
co-driver shouts 
‘Left’, or actually 
probably about a 
second or so 
before my self- 
styled navigator, 
who is cheap and 
therefore a bit 
tardy with the old 
instructions. Nice 
phone box though. 
Post impressionist, 
isn’t it? 


ChIP Ss 5) 


ou will become familiar with this screen. By moving the cur- 

sor and clicking the crappy pointing finger-thing (Terry 

Gilliam’s bits in Python were seldom funny, oh Laughing 
Boys at The Inside Team) on different bits of this charming tableau, 
you can do all manner of things; change your tyres, choose a navi- 
gator, repair your existing motor top up with fuel and even buy a 
new car. Naturally all these things cost money of course, which is 
why the faster you go and the more stages you complete, the bet- 
ter your equipment gets. 


~~. .e a = 
1. Choose a navigator (pretty 
ones cost more); 2. Equip your 
car with these exciting tyres, 
and other sundry items; 3. Test 
drive a new motor. 
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At the top and 
the bottom of 
each course lies 
a blue square, 
which you 
must run 
over before 
turning 
around and 
making tracks 
for the other 
one. A bit like 
the old play- 
ground game 
‘tip’ or ‘tag’, 
really. But in 
large trucks. 


understand; although it’s 

quite bad. No, what | hate is 
giving new companies a kicking 
because their first game is awful. 
It's been happening a lot lately, 
what with Angst and all, but it 
never gets any easier. Battle 
Trucks, which is being sold 
through mail order for the not 
unreasonable price of £9.80, 
arrived at The One with a small 
note attached telling how the 
proprietor (Mr Howard) had spent 
18 months devising the game, 
setting up a company to mar- 
ket it, and presumably 
(although he didn’t say 
this) spending a fair 
proportion of hisg 
life savings on it. 

But before | get to 3 
any semblance of a © 
Verdict, let me tell you ™% 
about the game. After ~ 
buying a Battle Truck in the (yes) 
shop, where you can also kit it 
out with missiles, guided missiles, 
Nitrous Oxide and a power winch, 
you're then taken to the first 
track. Imagine a golf course 
viewed from above, long and nar- 


hate this. Not the game, you 


The ‘Power Winch’ is a handy little 
gizmo which you can buy for your 
truck. If your opponent is steal- 


fire this baby at him, and then 
drag him back towards you! 


ing an irretrievable lead, simply 


Contr ol=: Held fire 
button down, press 
right. 

BUY at ... 12000 
SELL at _.. 10300 
Amownt- ? 


111868 


In the ‘Shop’ you can 
buy and sell add-ons 
for your trucks — 
missiles and the like 
“~ — while also upgrading 
your truck itself, if you get 
enough money. 
row, with some twisty-turny bits; 
and you have the first track. In 
fact, hell, you have all the tracks; 
you just have to imagine them in 
different colours. 

Using the joystick, you have to 
manoeuvre your truck from the 
bottom of the course to the top, 
negotiating obstacles, and then 
back down again. And then back 
up, and then down ag... you get 
the idea. The challenge bit comes 
in the form of another truck, 
either human or computer-con- 
trolled, which is also trying to go 
from one end to the other. It’s a 
race, see — and if you can blow 
your opponent up enough times, 
either by nudging him into water, 
dragging him off the screen Micro 
Machines-style, or firing a missile 
at him, you win the round. And, 
er, that’s it. @ 


TRU! 


Once —e the time comes to apologise profusely, go pla on 
one knee, offer a guilty ‘er’ in the direction of the softies; but 
ultimately to give a game a good hoofing in the direction of 

the touchline. This month's Eric Cantona is: Andy Nuttall. 
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Publisher: Base 2 
Developer: 
Richard G. Howard 
£9.80 Out Now 


Not Hard Disk Installable 


Joystick/oypad/Keyboard 
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ATTERULL 


14% 


Available for Amiga PC CD ROM 
at all 
Computer stores now 


All proceeds to charity, Including ChildLine and the Prince’s Trust. 
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ot long ago, | was hav- 
ing a_ conversation 
with one of me ol’ 
software chums about his next 
game. Having trouble coming 
up with a name, his best effort 
so far was something with the 
initials B.A.D; which he quickly 
rejected on the grounds that 
unscrupulous journos might — 
should the game, god forbid, 
be bad — spend an entire 


review talking about how, 


‘B.A.D.’ it really is. 

This line of reasoning 
n't appear to have affe 
Black Legend, though. 
Tower of Souls. Potentia 
source of endless playg 
giggling, and indeed 


japement, for either of two 


reasons. 1: the initials make up 
the rather dubious acronym 
TOS (once also used for the 
operating system used on the 
Atari ST — much hilarity ensu- 
ing). And 2: Even more child- 
ishly, if TOS happened to be... 
frankly, tos(s), then we could 
always describe it as Tower... 
er, bottom. Orifices. 


1 

But, thankfully — for both 
Black Legend, and our future as 
a magazine on the shelves of 
Smith’s — Tower of Souls is 
entirely un-TOS. 

Set in some fantasy-based 
far-off land, the point behind 
Tower of Souls is to gather 


three crystals to defeat a big 
bad baddy at the end — yes, 


_ it’s an RPG. In this particular 
Role of PG you play one bloke, 


Treeac, instead of the more 


poor. o or the more 
cay ws And, most 


g Se mouse, you can control 


every movement in Treeac’s 
repertoire. Move around, pick 
things up, cast spells. In a 
world where everything is clev- 
erly laid-out, colours are used 
wisely, puzzles are positioned 
at such a level to be easy to 
use, yet taxing, and everything 
is icon-driven, there’s really no 
need for anything more. 


Hailing from the same area as 
the ‘boy’ Nuttall, North Wales, is 
Parys Technografx. Just another 
example of ridiculous spelling 
from the Druidic songsmiths? Or 
could it, more excitingly, be a 
half-decent ‘ty programmau’? 
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Aston Villa may be more than a little bit 
crap at the moment, but surely the 
thought of a fiesta of Italian football will 
perk the old sod up a bit? Harry Attrill 
wants David Platt back at Villa Park 


repanning. The 

ancient practice 

of drilling a neat 
round hole in the top of 
someone’s_ skull, to 
allow ‘evil spirits’ to 
escape. Archeological 
evidence has shown that 
the savage priests of 
ancient Ur were pretty 
keen on a nice bit of 
relaxing pate puncture, and until 
comparatively recently men of an 
almost pseudo-medical persua- 
sion were apt to whip out the old 
hammer and chisel at the first 
sign of a ‘sick-headache’. To be 
honest | thought the ‘art’ had 
now almost entirely fallen into 
disrepute, but of course | had 
reckoned without the surd-crazed 
followers of the great god Stats, 
hungry deity of the football rida 


Regglana Statt 


SACK 


AGE 
CHARACTER 
reitary 


As a manager you have to keep a 
weather eye on the chaps. Scouts, 
coaches, the board of directors 
etc., let alone the playing staff. 
When you start, you can choose 
what sort of character you want to 
be. I chose to be ‘arrogant’ on the 
grounds that it is the characteristic 
furthest removed from my own. 


Italia, tra-la-la, la, la. etc.’ Oh 


happy day. 
Not that there’s anything 


wrong with a nice football man- | 
agement sim, no. This sexy blue © 


_ disk (with nice: label), this lavish- 


Serie A from the 
Mirabello 
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>, ‘if you-o no-o like- 
game-o, but fancy 
et football, then | 
an end that you 
ye the 
Italia. 


It's a bit faster on the Twelver and definitely 
worth installing on the old hard drive, if you pos- 


_—— sess such a thing. A CD32 version would only 


A1200 


serve to emphasise the graphic loveliness of this 
Zoff! 


game. 
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The dock i is s where you “aN ammo for your can- 
nons and materials to repair your ship. You can 
also upgrade your temporary botches and, 
believe it or not, even buy and sell ships. 
Bizarrely, rations are also bought here, not for- 


getting the all important rum! 
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ver wanted to sail into the 

sunset? Visit ports of call 

known only to grizzled 
18th century sea captains?”. 
Sounds great to me, especially if 
High Seas Trader plays half as 
well as suggested by Daze’s 
advertising department. 

As the story goes, your Vis- 
count father was an _ honest, 
upright man who opposed the 
actions of a corrupt and greedy 
Earl. In return for his troubles, he 
was stripped of all wealth, prop- 
erty, and his title then driven 
from his homeland. No surprises 
there. Your father ultimately died 
a sad and penniless man. It’s now 
the 17th century, and you have 
grown into a proud, ambitious 
man determined to restore your 
father’s tarnished honour, return- 
ing his wealth and title to the 
family line. 

The basic idea behind this 
game is to make loads of cash, 
sailing the seven seas with your 
scurvy crew of salty sea dogs and 
trade, trade, trade. Steering your 
ship is achieved using a “unique 
3D perspective “(more market- 
ing), which makes a novel change 
from the usual overhead view 
that dominates this genre. Tradi- 


Right: The ship indicates how close 
you are to your next medal. The 
stats must be a minimum average 
and a minimum for each skill. The 
higher the pirate on the mast, the 
higher your score. You must also 
buy an estate to store the 
treasures to win the game. 

As well as having to sail and 
maintain your ship, you must hire 
an eager crew to carry out trade 
runs, mercy missions and battles 
in a supposedly accurate repre- 
sentation of life on the high 
seas. Ports offer opportunities 
to trade goods at the mar- 
ket, chat with the local 
merchant banker and visit 
the docks to stock up on 
sail cloth and rum. Alter- 
natively, you can do the 
historically accurate pirate 
thang and hang out in grot- 
ty taverns drinking grog. 

Your long term goal is 
achieved by a measure of your 
daring, honour, loyalty and nobil- 
ity, with your various actions 
affecting these skills. There are 
five ranks to ascend to with a 
medal being awarded when you 
have achieved the necessary 
points to gain your next pro- 
motion. Along the way, you 
will also be offered trea-_ 


Here’s a ship. 
Yep, you do see 
them from 

m time to time. 

3 Make the most 

me of it while you 

can, there’s not 
a lot out there 
to see if you're 
sailing manual- 
ly using the 
“unique 3D 
perspective”. It 
might be 
unique, but it 
means lots of 
sea and little 
else. 


Circle: This is your cabin. From here you can 
access all the important ship logs, bodge a 

repair job on your ship, adjust the amount 
of rations and wages your crew are paid 
and if things become really rather desper- 
ate, quit the game. 


tionalists still have the option to sures, vital to raise your 4 
sail in a more conventional way status, and an estate ing 
using the services of the your first | which to store your price- 
mate anda “tr tes map. less Re Lct ees 
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This is where you hire crew, take on passengers and cargo, 
as well as chat to the barman. If you're feeling really gen 
erous, you can buy your boys a round. Alternatively, you 
could pretend you left your wallet on the ship. 
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Left: Artwork wise, as can been 
seen in this shot from High Seas \ 
Trader's intro, there’s not much 
to fault it on. Boasting as it does 
delightful period graphics and er, 
lots of blue in the sea. Except when 
there’s a storm. Then it’s grey. 


Below: This groovy cameo picture 
shown here through authentic tele- 
scope-o-vision lets you know exactly 
where you are and gives you the 
option to enter the town. Or not. 
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Below: This is one of six pictures that represent various towns and vil- 
lages in the game. Strange thing is, all the staff and interior locations 


are identical to every other town and village. It really is a small world 
after all. 
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Well. you're doing 
in the five levels 
of this game. You 
can earn t6ur 
medals, the fifth 


level indicating 

you've won and CD32 | 
RetoKES yed the tami- 

y honour. Yes, ! “A5/600 | 
did play the game 

for this long. Yes, | 
am that sad. 


Manchester United might not be in the greatest position right now, but last year 
they did indeed win ‘The Double’. What better time, then, to release a game 
celebrating that marvellous achievement? Er, a 


anchester United: The 
Double, then. ‘Double’ 
what, | wonder? Dou- 
ble cream, perhaps? Maybe dou- 
blet and hose, or a simple case of 
double-Dutch? By the time you 
read this it should be clear which 
team is to win the League this 
year; but at this time, dearest 
ones, it is not. Indeed Blackburn 
Rovers, led by the cheeky ex-Liver- 
pool-ian (also, and more rightful- 
ly, termed ‘The Reds’) look far 
and away winners at this 
stage; which leaves Krisalis’ 
fourth game in the Man- 
chester United, er, tetralo- 
gy, in a spot of double- 
trouble. Aha-ha-ha! 

I'd like to say at this point, 
that I've never been a huge fan of 
the Manchester United games; so 
if you are, then you might as well 
leave now. It's not because I'ma 
big Sensi fan, it's not because I'm 
a lifelong supporter of Liverpool; 
it’s simply that the games, in my 
opinion, have always tried. to 
build too much onto a football 
engine which is, at best, feeble. 

Let's not kid ourselves. Sensi- 
ble has been regarded as the best 
football game for some years, so 
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Right: In the Editing options you 
can, quite literally, stick your 
plummy thumb into every piece of 
the MU:TD pie. Kit design, player 
name, team name... even the stats 
for each player — so sticking ‘up’ 
lan Rush’s stats to 100% would be 
as simple as a few mouse clicks. 
Silly, but possible. 
it was only natural that when 
Man Utd appeared, there were 
certain similarities within the 
gameplay. But, the artificially high 
speed of the game, and general 
unrealistic behaviour of the 
ball were sufficient to make 
the menus, the options 
and, especially, the Tacti- 
Grid system more enjoy- 
able to use that the game 
itself. Oops. 

To this end, Krisalis has come 
up with a new isometric 3D pitch. 
Hurrah! Not only that, though, 
but also a smattering of newly 
and goodly features —- a transfer 
market (missing on previous 
games), and the ability to create 
and play new leagues. But with 
the biggest change applying not 
to the game's structure, but the 
way it’s viewed, has the newest 
and freshest Mancunian frothing 
missed the point? 


a year ago, reckons Andy Nuttall. 
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1 was going to make 
some quip about 
Cantona being 
injured, and point 
out how ironic it is 
— especially this 
being a Man U.- 
endorsed game. But 
having read Mr 
Curries letter (page 
17), illustrating how 
sad some ‘jokes’ can 
sound, | don’t think 
i'll bother. Thanks. 
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The player positioning is identical to that in MU:PLC, with - 
Grid™ system still in evidence. But then, ways was rather a good 
way of telling your players what to do. A shame, then, that it’s applied 
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GA European Tour is THE 
best golf game available 
on the Amiga. Make no 
mistake, and mistake no make. 
That it is, is that, it is not is not. 
That is it, is it not? There are a 
number of ‘good’ golf games 
around for ye olde humble 
Commodore door-stop, but 
none that are so pretty, so 
user-friendly, and so damn 
gripping to play. I've just 
played Andy a full lunchtime 
tournament, and if it wasn’t for 
the fact that the game crashed 
just as | was about to take the 
deciding £30,000 prize money 
over onto the last hole, well, 
things were getting pretty hot | 
can tell you. 

PGA Tour succeeds where 
others fail by treating the play- 
er exactly as it should (i.e. a 
complete fool.) As soon as the 
ball has landed (all shown in 
glorious TV-coverage-camera-O- 
vision) the machine has already 
selected the correct club for 
your next shot, as well as hav- 
ing lined you up and set the 
power scale to a sensible one. 

Though | often criticise 
games such as this for being 
nothing more than a reactions 
test, there’s something about 
PGA that actually tests both 
your reactions and your cool. 
Consistency is the key here, and 
as you go for harder shots, any 
inaccuracy on your part will be 
penalised more heavily. This 
become doubly groovy when 
you come to play against simi- 
larly skilled monkeys (Harry 
included) as each slight mistake 
can completely change the 

outcome of the game. 
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It gets harder 
after the first 


Hole #1 Par 4 
Stroke 1 E 
Distance: 395 yd: 
Club: Briver 


Along with all of these game- 
play commendations, | have to 
say that PGA looks as pretty as a 
golfing pie with sugar sprinkled 
on top, and the sound effects 
include babbling brooks and 
birds going ‘tweet’. 

The CD32 accepts a mouse 
(which makes things a lot quick- 
er) although the joypad feels 
fairly okay, and the CD itself 
means that accessing the various 
over-head maps and on-green 
contour guides is a speedy affair. 

So, what I'm trying to say is, 
that PGA is about as good as 
you're gonna’ get right now, and 
if you're looking for a golf game 
you'd best just go and buy it. 
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Audiogenic, 


£29.99 * 


uper League Manager 
received a real mixture of 
marks from the Amiga 
games press. Audiogenic’s Peter 
Calver got all upset with me 
because | gave his game 52 per- 
cent, after another mag had 
given it something in the high 
80s. Ah, but then someone 
else gave it 34 percent, mak- 
ing me look quite generous. 

If you're familiar with Audio- 
genic’s Rugby League Manager, 
then essentially, you've played 
SLM already. To suggest that the 
games are similar is a bit of 
an understatement, and this 
was really the crux of my 
argument against awarding it a 
higher mark. You play the role of 
a footy team’s manager, and with 
the aid of your trusty desk and 
accessories (hair bands, bangles, 
and ankle bracelets, | imagine. — 
Andy.) organise their training 
schedules, fitness programmes, 
and, of course, sort out the tactics 


» 
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forearmed 


"=" dated release. 
‘a OVERALL: 50% 


SHADOW FIGHTER 


CD32 @ Gremlin, £TBA 


ith the impressive-look- 
ing Super Street Fighter 
2 nearing completion, 


there’s a chance that this could be 
the last time | get to say that | 
think Shadow Fighter is the best 
beat-’em-up on the Amiga. So, 
er... | think Shadow Fighter is the 
best beat-’em-up on the Amiga. 
There. I’ve said it. 

I’m sure some would say that 
Mortal Kombat II is more impres- 
sive, in as much as that it’s an 
extremely accurate conversion, 
but I’ve always preferred the 
more colourful 

> graphic style 
f of the Street 

Fighter 2 
clones to the 
messily digitised 
MK characters. | 


ye 


—_ 


o> i, Tie. 


happily awarded Shad’ Fight’ an 
impressive 90 percent when it 
came out, and now that the CD32 
version has landed on my desk, 
I'm expecting more. But... 

Well, it’s always a shame to see 
a wasted opportunity, and with a 
CD32 version not only offering the 
possibility of more visual treats 
(such as nice intros or character 
shots perhaps) but also m 
the full six-button joy- 
pad, you'd think that 


more into this version. 
But no... 

I'm afraid to report 
that this is the best part 
of identical to the origi- 
nal version we saw, and 
though you do get a 
slightly more consolular 


Phew crikey! What is there to say about Updates that hasn't already been said? My 
suggestion was, that rather than wasting space with pathetic intros for Updates and 
Replays, we could have a nice picture of some elephants walking along in a chain — 
you know, holding each other's tails with their trunks. Anyway, as you can see, no- 
22 aie Matt. It’s a feeble idea. — Andy.) 


for each game played. You pret 
have to look after club mem- 
bers’ requests for signed pho- 
tographs of their favourite strik- 
ers, (Swan Vestas, | imagine. 
Again. — Andy.) as well as deal 
with the club chairman every 
time he phones you up and 
shouts like a nutter. 

As far as this being a CD 
version goes, there’s not really a 
lot to talk about. The music still 
remains, er... shall we just say 
‘poor’ (don’t want to upset 
Audiogenic again now, do 
we?), and the graphics are 
straight out of its floppy 
cousin (with the exception of 

an on-screen numeric pad). The 
interface is, again, that rather 
strange ‘long arm’ pointer, and 
as you'd expect from a manage- 
ment sim, there are statistics fly- 
ing around all over the place. 
Still, this doesn’t pretend to 
be an enhanced version, and if 
management games are your 
cup of tea, you might still 
| want to have a look. For 
me, though, | have to say, 
this is an average and 


feel with the joypad, it seems a 
tad strange to be limiting yourself 
to just the one fire button. Still, as 
far as Amiga beat-'em-ups go, 
Shadow Fighter certainly has 


more to offer 
than many of 
the pieces of — 
pap 
been keen 
to in the past, 
and with a 


sonih 
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The Rajneesh Tandoori serves a 
wide range of unique dishes... 
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CD32 @ Ocean 


t's not very often P 
P that it happens, but 

I've been convert- 
ed! Not in the ‘look to 
heaven, all sparkly-eyed 
and gripping a tam- 
bourine as if Jesus's life 
depended on it’ kinda 
way, but in that a game 
| previously believed to be pap 
has in fact turned out to be 
rather superb. I'm referring to 
Jungle Strike here, and though 
I've always considered it a slug- 
gish and yawnsome affair, after 
a few hours play, I'm actually 
feeling a mite hooked. 

For those of you not in the 
know, this game is the sequel to 
the successful Mega Drive Con- 
version, Desert Strike, and is 
based around a number of 
multi-tasked missions, per- 
formed over a number of vary- 
ing terrains, in a number of dif- 
ferent vehicles. The gameplay is 
all fairly standard, and follows 
the Zeewolf/Jetstrike step-by- 
step progression: so, _ for 
instance, firstly you need to take 
out a certain number of enemy 
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fair old selection of characters to 
choose from, it doesn’t really 
leave you longing desperately for 
much more. 

The speed of loading has, fair- 
ly obviously, improved, and the 
swapping of disks is a thing of 
the past. Other than that, it’s all 
as before; and though I’m disap- 
pointed, I'd still erect several, 
er... things in its defence as the 
best slapping game around. 
Shame though, eh? 
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watchtowers; then, once that 
task is completed, you move on 
to destroying enemy helicopter 
pads; and finally move deep into 
enemy territory to rescue a num- 
ber of hostages. 

Controlling your chopper is a 
little bit tricky to start with, but 
thanks to a very generous tar- 
geting adjustment, as long as 
you're sort of on-target, the 
guns will home in for you. The 
weapon controls. are much 
improved on the CD32, simply 
because the joypad allows you 
to have a separate button for 
chain gun, Hydra missiles, and 
Hellfire missiles. The remaining 
button gives access to the map 
and briefing screen, where tar- 
gets and objectives can be 
reviewed, and craft condition 
and supplies can be checked. 

Jungle Strike is by no means 
an easy game to master, and 
you need to employ a fair bit of 
strategy to survive a mission 
with helicopters to spare. As 
with the original Desert Strike, 
extra fuel, weapons, and armour 
repair kits can be collected along 
the way by use of an intelligent 
hoist system. This _ basically 
detects whether there are any 
packs to be collected and lowers 
the hook, or, if there are 
hostages around, will drop a lad- 
der — which must then be col- 
lected and nailed back to the 
helicopter. Not really. Only jok- 
ing. Aha-ha-ha! (But only just, | 
notice. — Haz.) 

Jungle Strike is perhaps not 
as arcadey or shoot-’em-up-y as 
Zeewolf or Jetstrike, but it is 
extremely rewarding, and tests 
the old noddle into the bargain. 
Which is no bad thing. 


OVERALL: 87% 


1st Century 
have always 
had a monop- F 
oly on the pinball side 
of Amiga games, and § 
though a couple of § 
pretenders have come 
and gone, they remain 
the only company & 
who appear able to 
give us a believable 


simulation involving 
balls. And gravity. And 
other stuff. 


Crazy wild Welsh Boy, ¥ 
Andy Nuttall, got all frothy 
and excited (but then the sheep 
left! Boom boom. — Harry.) 
when Pinball Illusions appeared 
at the beginning of the year; 
squatting gently and laying an 
enormous 91 percent on the 
pavement. The CD32 version is 

now available, and though | 
shan’'t be displaying quite 
the same level of uncontrol- 
lable ecstasy, it has to be 
said that it’s a damn 
good game. And (as | 
like to add in these situa- 
tions) no mistakin’. 


PINBALL ILLUSIONS 


2ist Century, £29.99 
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Though the number of 
tables has been reduced from 
Y the traditional 21st Century 
‘four’ to a, er... less tradi- 

tional ‘three’, it doesn’t 
really matter because 
what IS there is absolutely 
superb. The three tables are; 
Law ‘n’ justice, BabeWatch, and 
Extreme Sports. The main reason 
for the game’s success is that 
not only is the overall feel 
of the game spot-on, but 
the table designs are 
incredibly good fun to play 
on. Ramps, bumpers and, well, 
all your pinball table favourites 
really, are cleverly placed about 
the place, along with tons of fea- 
tures and special targets to be 
pinged and, er... ponged. 

As you can probably tell, I’m 
struggling to fill space, but the 
thing is, Pinball Illusions is just a 
simple-but-groovy game, and 
other that playing it yourself, 
there’s no real way to fully 
explain the many delights on 
offer. The CD32 joypad is fairly 
comfortable to use, and though 
you can accidentally quit out of a 
couple of tables by hitting the 
wrong button when you're get- 
ting used to the damn thing, it’s 
easy after a few games. So there 
you are. Great. 
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HELP! COMPILATION 


Accolade £39.99 


harity efforts are usually 

pretty mediocre, relying 

more on a punter’s good- 
will rather than offering him or 
her a decent package. Acco- 
lade’s Help! bundle, however, 
should raise more than a few 
quid for charity as, overall, it’s 
one of the best compilations 
we've seen for a while. 

There are six games, the first 
of which (if we take things 
alphabetically), is Coo/ Spot, Vir- 
gin Interactive’s smart little plat- 
former. The premise is simple: 
collect a set number of Cool 
Points on your way to the exit, 
rescue your mates and 


airports to rescuing allied scien- 
tists — but each is by no means 
easy. 

The chopper you command is 
easy to handle. A co-pilot sits 
next to you operating the winch 
whenever there are supplies or 
prisoners to pick up, but the rest 
of the functions are down to 
you. Although the majority of 
your time is spent blowing 
things up, a good deal of plan- 
ning needs to go into every 
strike. And it’s this mix of strate- 

gy and action that makes 
the game such a joy to play. 
Desert Strike originally scored 
93 percent here in The One, 


move on to another loca- Me wv and it hasn't dated one bit. 


tion. But even though 
there’s nothing new or orig- 

inal about Cool Spot, it’s a joy to 
play, thanks mainly to the level 
designs which contain loads of 
hidden areas that give access to 
lots of bonuses. 

Don’t let the fact that it’s a 
licensed character playing the 
lead put you off. Cool Spot is 
indeed a rarity — substitute CS 
for any other sprite and the 
game would stand up on its 
own. But the little red circle’s 
incidental animations really add 
to the enjoyment — and that’s 
something you couldn't say 
about most licensed games. 

From ‘C’, we move rather 
pedantically to ‘D’ and one of 
the most playable shoot- 
‘em-ups money can buy. 
Desert Strike was origi- 
nally a console hit — and quite 
right too. One of its strongest 
points is that the premise is so 
believable. In a bizarre mixture 
of fact and fiction, you are pit- 
ted against an evil Middle East 
dictator who is intent on taking 
on the Western World. The 
action takes place over several 
missions, each broken down into 
four of five set goals that have 

to be completed in order. 

These vary from blowing up 


Humans, from Mirage, 
promises much but delivers sig- 
nificantly less. It’s essentially a 
puzzle game with some nice 
characters and locations, but 
unlike most successful teasers it 
lacks one vital ingredient — a 
sense of urgency. Like Lem- 
mings, you must get your gang 
to an exit within a specified time 
limit. But rather than instructing 
your Humans with a simple click, 
you switch between them and 
move them individually. Okay, 
so far so good, but the overall 
pace of the game is so slow that 
combining their individual tal- 
ents to overcome an obstacle is 

tedious in the extreme. 

Pushover, another 
puzzler, is a much better 
game — mainly because it 
really is frantic in places. Imag- 
ine a computerised version of 
Domino Rally (the ace toy that 
only posh kids had) and you'll 
have the right idea. As G.I. Ant, 
you have to arrange a set num- 
ber of bricks in such an order 
that when you give the first one 
a push, they’ll all topple over 
and open an exit. The first ten 
levels are easy, but the remain- 
ing 90 are no pushover. Great 
fun, and fiendishly addictive. 
Road Rash is the ultimate 


boys’ game, mixing two 
testosterone-heavy activities; 
motor bikes and fighting. | 
You can’t really describe it 
more accurately than that — just 
race along hitting your oppo- 
nents with whatever weapons 
you can get your hands on. 
Minor points can niggle: the 
scrolling leaves a little to be 
desired, and the action can 
become a little samey. But if 
you're prepared to forgive the 
lack of spit and polish then a 
good time can be had here. 

Last up comes Sensible Soccer. 


‘> The best game ever? That's all 


I‘m prepared to say about this. 
With the exception of 
Humans, the games included 
here are all what those in the biz 
dub ‘Triple-A’ releases — premi- 
um products that should sell 
bucket-loads. And while the 
games here are getting on a bit, 
they remain as playable now as 
they were a couple of years ago, 
which, | suppose, makes them 
timeless. [AN]. 
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BRUTAL FOOTSALL 


Kixx £9.99 


he first of Millennium’s 
Brutal Sports range, 
released towards the tail- 
end of ‘93, takes American foot- 
ball, substitutes the players for 
barbaric monsters and chucks 
the rule book out the window. 
The result is a sports game bear- 
ing more relation to a video 


nasty than real life. 

All the usual options are pre- 
sent. You can play against the 
computer or a mate, in single 
games, or leagues and tourna- 
ments. The control system is 
quite instinctive, employing the 
usual ‘short tap, long press’ 
method favoured by most games 

» of this ilk. But that’s 
© where comparisons 
between this and most 
the other sports simula- 
tions end. 
Anything goes in Bru- 
tal Football. You can 
-— punch, kick and maim 
the opposing team. But 
perhaps the most satis- 
fying move is decapitat- 


g as 
rts ie that you c 


ir vitable com- 


t's worth remembering that 
while many attribute the 
popularity of 3D games to a 
PC blood-fest called Doom, back 
in 1992 a man by the name of 
Kevin Bulmer unleashed perhaps 
one of the most original and 
ambitious 3D games 
of its time, Legends of 
Valour. The game is set 
in the city of Mitteldorf, 


Le GENDS ¢ E a ais 


Kixx £12.99 


centre of the vite 


a trading post on the island of 
Wolfbrood. You play a young 
adventurer new to the city, look- 
ing for a bit of excitement. And 
this is the beauty of Legends of 
Valour — what you do next is 
totally up to you. 
Be it just wandering from tav- 
ern to tavern or joining 
one of the mysterious 
Guilds, the action is non-stop. 


there are hundreds of towns- 


folk wandering around — some 
good, some bad — and there are 
plenty of secret missions to tack- 
le. There is no set path to follow 
at all — you have total freedom 
of movement and can behave as 
you wish. Of course, there are 
lots of situations where fists do 
the talking, and becoming profi- 
cient at combat is usually the 
best way to guarantee safety. 

The 3D technology is still 
quite impressive and fast-mov- 
ing (you can adjust the size of 
the window to suit your speed 
needs). But for all the glorious 
visuals, it’s the game under- 
neath that shines through. Like 
the other 3D epic Frontier, this is 
a game you could be playing for 
a lifetime. [AN] 


JAMES POND) s~ 
(A200 Gnily!) rage £9.95 


hose Of you witht share 
eye’ and a keen knowF 
edge Of all things Amiga 
willno doubt notice the striking 


similarity-between Rome AD92= 


and Millennium’s~previous “ise- 
metric adventure, Robin Hood: 
Both” games» used the ~sarie 
éngine;,but whereas profession- 
al Outlawry in™«curak Notting- 
.hamishiré was tod easy, ‘becom- 
ing Empéfor of Rome isa a 
bugger of a job. , 
-=Yot-are (of sort of ‘are’) Hec- 
tor, a Slave in a hit’of£.a tricky sit- 
uation“He’s stranded on.Hercu- 
laneum, anistand.that is about 
to be destroyed By a volcano. 
Being a slave, Héctor, hds~no 
tights, and so must find some 
way of scheming his way.,up the 
social. ladder. 


You. don‘t -control “Hector 


directly. Instead, instructions*can 
be issued to jnfluence your char- 
acter. Generally, he'll obey your 
orders, but leave him alone for.a 


few minutes and he’ll start-to 


TORNADO 


Action Sixteen Ne 6.99 
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= otf -“and- do- ~his own 
thing. 


As_ you, near your uitimats: 


goal of becoming Emperor, the 
game. évolves.. from simple 
arcade adventure.to an-almost 
full-blown military.sim.-You get 


to command-a bunch ofilegion- 


naires through Several missions, 


“and failure.in battle, oh w6e, 


résults in the end of you? gameé. 
Ehet,.etc- >. 

However, there's” an~ overall 
lack Of polish..in “Rome: The 


* scrolling is. abysmal, and I-reckon 


it could.’do your eyes in* if-you 
play.it fortoo long; The conver- 
sations are far tootimited — an 
open-ended approach like most 
graphic adventures would have 
gone down a lot better. But at 
the end -of the-day, Clauditis, 
Rome ADQ2 is a decent attempt, 
and occasionally pretty engross- 
ing with it. [AN]. 


mm, first up on_ this 
Grandslam compilation 
is a curious creature. It’s 


not everyone’s cup of tea, | 
know, but | am an enormous fan 
of Jetstrike. The games playing 
public seem to be split very defi- 
nitely down the middle on this 
one; they either write in telling 
me that I'm a complete prat and 
should stop going on about the 
game, or they phone me to say 
that they think I'm the only jour- 
nalist who's actually played this 
‘brilliant game’. 

I'm not going to harp on 
about how easy it is to take one 
look at the game and dismiss its 
poor graphics — thus missing 
the tightly packed and excellent 
game play within (er... but you 
just did, mate. — Harry.). but it’s 
one of those games that has to 
be persevered with to find out 
what the game’s actually like! 

As it happens, it’s nothing 
more than a string of simple 
missions, er... strung together to 
make one lasting challenge of a 
game. That is, of course, if you 
have the patience to master the 
rather awkward controls. This 
aside, there are tons of crafts to 
choose from, tons of groovy 
weapons to lob at things, and 
the CD32 controller going quite 
a way to making the game more 
accessible. Still not convinced 
huh? Oh well, | tried! 

Nick Faldo, though not my 
favourite golf game, is certainly 
one of the more competent 
offerings we've seen on the 
Amiga over the past few years. 
Nowhere near as helpful, user- 


. friendly (or idiot-proof for 


that matter) as the 

supreme CD32 PGA Euro- 

pean Tour (see 

& Updates) it is, how- 

ever, an attractive 
offering. 

Whether you'll like it or not 


1.08 SeL_ec Tine 


really depends upon how much 
of a golfing fan you are, coupled 
with how much knowledge you 
have as far as club types and dis- 
tances etc. | personally have no 
interest in walking around in the 
rain with a big sack of sticks, but 
if a computer is willing to show 
me how to hit a ball, I'll play ‘till 
the cows produce milk from a 
small collection of teats hanging 
from their bellies. 

The only annoying feature 
with Nick Faldo (apart from his 
extraordinarily tight pants) is the 
smug caddy that pops up and 
talks to you. “Hmm, you've got 
to take the rough with the 
smooth” he pipes when you fall 
in the rough. Aha-ha-ha. Yes, 
very clever. Still, you can turn 
him off. 

And lastly is the would-be 
Mario Kart challenger — Bump 
‘n’ Burn. \'m a big fan of this lit- 
tle title, and though it has aged 
fairly badly (mainly due to the 
other driving games now on 
offer) it’s still as close to the car- 
toony feel of the aforemen- 
tioned SNES success. It’s a sim- 
ple one-player racing game, but 
features tons of amusing charac- 
ters, loads of toy-like weapons 
to throw at enemies, and a 
whole plop-load of tracks and 
themed arenas to race round. 

This is an excellent package, 
and with the exception of Jet- 
strike (which does need a bit of 
practice on) all of the games are 
quite instantly playable. Not a 
bad little compilation at all. [MB] 
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The chap who wrote those Dune 

books was a bit of a nutter, though, 
wasn’t he? Church of Scientology? 
Church of Complete Arse-heads more 
like. Anyway here are some nice tips for 
the budget re-release of the second game 
based on those spicy pot-boilers. 


2 . 


SRUSAZS Jn) 44: 
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ne fide is yoo, 
The Wiews are hice 
] got owt wren | can 
And best of al] the 
driver 15 a veg-e= 
gursiean., We sit 
around the fire at 
nign?t ane sing reli- 
vious songs to 
praise tne Cosmic 
Pork that pricks us 
with sales tia) 
prongs 


t is best to order 
or build more harvesters so 


you can get lots of spice 
very The extra 
vesters built in 
Heavy Factory, or ordered from 
the Starport. Without the Spice 
Refinery you cannot get 


quickly har 


can be your 


any 
more credits, so if it is destroyed 
you are virtually doomed unless 
the enemy is close to defeat 
Always build your refinery in the 
most accessible place, 
usually on the side of 
the base facing the 
major spice deposit 
This willenable you { 
ture it. You can now 
the 


weapons 


to get in and out as carry-alls on any side of the base 
After 


they will then concentrate on the 


easily as possible. (im manufacture these first few encounters 
The os 


essential on the later 


Starport ts required 


such as the Devastator base which faces 


tank 


side of your 


levels because you can 


things much 
than 


them. Every time you visit the 


buy 


more 


cheaply you can make 
prices will change so keep exit- 
ing and entering until you get a 
good bargain. 

the three families have thet 
own choice of weaponry avail 
able, and you may not be able 
® to build some of them. Try 
attacking the factories until 
they are in the red zone 
and then moving in a 
soldier onto 


the building to cap 


infantry 


Pe 
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If you are on the 
receiving end of a Devasta 
tor, use a Deviator to switch it's 
allegiance, get it as far away as 
possible then either attack the 
enemy if you have enough time or 
just self-destruct it 
At the start of a level, use all 
round defence, either units on 
guard on the earlier levels or rock- 
et turrets on later ones. Place the 
the outer 
perimeter so they won't interfere 
with any future structures you 


turrets surrounding 


may want to place. The enemy will 
often transport in troops using 


- 


theirs. The only exception to this 
is the Emperor - he often airlifts in 
Troopers to aid Atreides on later 
levels. Once you have worked out 
which side they are attacking, the 
best form of defence with vehi 
cles (before Gun Turrets are avail 
able) is to form a large L-shaped 
pattern radiating from the corner 
of your base, which the enemy 
will then blunder straight into, 
totally the 
numerous guns trained on them. 


getting mauled by 

On the last two levels, it is pos 
sible to build a palace once you've 
constructed a Starport 
well armoured, free to repair and 


It is very 


gives you access to your house's 
special skill. These special abilities 
are a Saboteur, Death Hands or 
Freman. The only drawback is the 
cost - 999 credits! 

It is vital that you attack the 
enemy bases. The best way is to 
first send out a sacrificial scout. 
Send him up to their base - usual 
ly found in one of the top corners 
- and try to cover as much ground 


around their base as possible. 
Locate the Construction Yard and 
Spice refinery. If he survives, 
immediately retreat him and get 
him back for repair. For this mini- 
mission, use a fast Trike which is 
relatively disposable. If, on your 
travels, you spot a small circular 
mound in the sand, this is one of 
the small bonuses mentioned in 
the manual. You can either drive 
over it or shoot it. If you shoot it 
and it was a spice bloom then 
good. If it contained hidden cred- 
its then these will be lost. Driving 
over the mound is more danger- 
ous. Exposing a spice bloom will 
cause that unit to explode. Try 
sacrificing a unit which is in the 
red zone due to battle wounds so 
the risk is low. 

When attacking, build up a 
small force of the best vehicles 
possible, and place them right in 
a corner on the opposite side to 
the enemy on solid worm-proof 
rock if possible. (When choosing 
the mission at the start of a level, 
pick the territory with the most 
dark areas, most rock because this 
will provide more building land 
and keep the dreaded sand worm 
up near their base.) Now if you 
sneak these units right across the 
border of the screen, they can 
infiltrate the enemy base virtually 
undetected. 

Head for the Construction Yard 
and position the units around it 


for maximum fire power. Watch 
out in later levels and check that 
there isn’t more than one Con- 
struction Yard. Once it is 
destroyed, move onto the Spice 
refinery and then onto the lesser 
buildings. By sneaking up on 
them in this way, you can destroy 
the base from the back without 
alerting the guards at the front. 

Until tanks are available, 
exploit your Harvester to its full. It 
is a tracked unit, and can be used 
to squash any enemy troopers or 
infantry sent to attack the base. 
The Harkonnens like to send in 
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units of Heavy Troop- 
ers which are diffi- <= 
cult to wipe out any “a 
other way. 

On the lest two levels, 
both opposing houses team 
up against you. If you just accom- 
modate the extra attacking units 
and take each house individually 
following the same attack plan. 
things should go your way. On 
the final level, you face the two 
enemy houses and the Emperor's 
Elite forces. Compared to the rest 
of the game, this level is much 
harder, but if you persevere you 
will still win. 

The enemy will con- 
sistently attack in large 
numbers. The Emperor 
and the Harkonnens 
will both rain in Death 
Hands on you, so don’t 
forget to regularly save 
your position. Between 
all out defence you 
must launch attacks fol- 
lowing the plan 
although your base is 
under siege from the 
beginning. 

Their bases are wide- 
ly spread usually up in 
the north, so use 
Ornithopters to recce 
them and find the Con- 
struction Yards - there's 


probably more 

than one for each 

base. Concen- 

trate on them one 

at a time, and try to 

capture any special 

armament-making factories 

which are often situated in strate- 

gic positions close to other ene- 
mies’ bases. 

It is best to leave the Emperor's 
Sardaukar Base until last. He has 
large numbers of elite units, 

coloured purple. The Sar- 
daukar’s Troopers are 
very hard to_ kill 
4). unless run over by a 
‘ess tracked unit. They 
?, also have their Con- 
struction Yard very 
heavily guarded with 
34 a further one hidden 
a away in a corner, so 
explore the map fully. The 
rest of the base has a double 
strength defensive wall around it 
with lots of Rockets Turrets. The 
best way to destroy the base is by 
taking the Construction Yard with 
a group of four or five Rocket 
launchers sited in a destroyed 
enemy base, so the Sardaukar 
cannot see them. A quick surprise 
attack on the Construction Yard 
with Rocket Tanks can destroy it 
before they can start repairs. 

Now try destroying some of 
the defensive turrets and other 
buildings. Rocket Tanks are 
extremely useful, so keep them 
well protecting unless you want 
them knocked out by a rogue 
Siege Tank. If your enemy starts 
rebuilding they have a secret Con- 
struction Yard which must be 
eliminated. Do this, and eventual- 
ly the enemy defences will col- 
lapse, leaving the Sardaukar 
Palace to be destroyed. This is 
very difficult, so you just have to 
pile on all your forces and wait. 
When the Palace is_ finally 
destroyed you've completed 
the game and can watch the 
end sequence. 


Gt. 


fter the release of Sen 
sible World of Soccer 
in November of last 
year, which was to say the least a 
mad scramble for us to complete, we 


became aware, when the dust had 
settled, that a few bugs were still left 
in the released version. More than 
this, we also realised that in some 
areas of the game a greater amount 
of tweaking time, something in short 
supply during the end of develop 
ment, was still necessary in order to 
get the very best out of it. 

Because of our own observations, 
which were further backed up by a 
number of letters from the software 
buying public, we thought about 
creating an improved version of the 
game to iron out the faults. We 
were also aware that despite the 
fact that we were due to deliver the 
game for the World Cup, and that in 
fact we were six months over the 
delivery date by the time the game 
was released, some people still felt 
that we had rushed the game out 
for Christmas. 

So we decided that the best way 
to deliver these tweaks to genuine 
buyers — not pirates, | might add 
was to put it on a cover disk, and 
also offer the disk via post to regis- 
tered users for no extra cost. New 
buyers will be able to buy New 
Improved SWOS directly from the 
shops, as the game will be remas 
tered and boxed with all the new 
tweaks and data in. 

We hope that we have put right a 
few wrongs, whether they are real 
or imagined, and have tried to pur- 
sue a line which adopts a good bal 

ance between maintaining the best 
football game in the world and 
revelling in the glory of 
backlash... Jon Hare. 


Following the SWOS Update disk which we included free on the 
last issue, we'd like to include the definitive list of new and 
‘tweaked’ features, and also a few tips from 

the Sensible man himself... Mr Jon Hare. 


Way ae OVED SWOS 
FINI 1WVE FEATURES LIST: 


“Pri 5 


@ When the 2nd Player is using Edit 
Tactics the cursor no longer locks up 
on the ball. 

@ In Edit tactics you will no longer 
get a Cross when replacing a Loan, 
Banned or Injured player with any fit 
squad player (unless you try to play 
an outfield player in goal). 

@ The tactics of the two front play- 
ers has been much improved for 4- 
4-2 and Sweep formations. 

@ Right and Left sided players 
can now swap wings with 
out such a drastic effect on 
their performance. 

@ There have been a num- 
ber of changes to Edit Tactics, 
and it would seem appropriate 
to mention that Edit Tactics would 
appear to be the most under-used 
feature in SWOS. Most teams will 
improve their performances by up to 
20 percent if Edit Tactics is used 
properly, and this can have a mas- 
sive effect on the results you obtain. 
Generally speaking, people should 
into Edit Tactics, import their 
favoured formation, and then try 
moving the players around in all the 


go 


35 ball positions to get as many ticks 
as possible. 

You don't need to go mad to get 
results, just try to keep at least one 
player on the ball at all times and 
get players to support the man on 


the ball. If players are paired-up, 


then by editing one player his pair 
will mirror his movements on the 
other side of the pitch. Ideally, seeing 
as every player has his own skills, you 
Should Edit Tactics every time you 
change your team line-up. However 
this will probably prove impractical 
for all but the most diehard fanatics. 

A sensible option would seem to 
be to create three Tactics for general 
use on the pitch, one for Normal 
Play, one to use when you are 
Defending a slender lead in the 
last 15 minutes, and one for 
when you desperately need 
a goal at all costs. Perhaps 
you could vary the normal 
play one for a variety of team 
line-ups. 

Players may find that the Edited 
Tactics that work well in Coach mode 
are not so effective in Player-Coach 

Result mode and so they may 
wish to create and Save a different 
bank of Edited Tactics for 
each Game Type, ready to 
Load in and use whenever it 
is required. There are also a 
number of changes to Edit 
Tactics and Tactics in General 
implemented in New 
Improved SWOS. 


@ Player or Player/Manage 
is now called Player-Coach 
and is always represented 


on a Blue Background. 

@ Ticks and Crosses are now shown 
for Player-Coach teams as well as 
just Coach Teams. The most com- 
mon complaint we received about 
SWOS was the devaluation of heav- 
ily scoring Strikers, this was mainly 
due to the fact that although he was 
slotting them in, the Striker was 
actually not being seen to contribute 
very highly on the teamwork side, 
i.e.: he could have done with accu- 
mulating a few more ticks in Edit 
Tactics so that he was fitting in with 
the team plan more as well as 
putting the goals in the net. The 
addition of ticks and crosses for 
Player-Coach teams should help 
players to spot when a player 
being marked down for not con- 
tributing as much as he could or 
effectively being a bit out of posi- 
tion. (Hmmm — The One.). 


@ All games involving a Player give 


you the option of Match or Result. 
Match allows you to select between 
Player-Coach and Coach Modes 
(defaulting to your previous selec- 
tion) and Result, after you have cho- 
sen your squad, will give you just the 
match score. 


COACH 


@ Manager is now called Coach and 
is always represented on a Cyan 
Background. 


COACH & PLAYER- 
COACH 

@ Player-Coach and Coach teams are 
not as severely disadvantaged 
against computer opposition as 
before, this keeps player values up 
and generally makes Player/Coach 
and Coach teams stronger. 

@ When buying back a player you 
have sold in the past, his value will 
no longer change as soon as you buy 
him. 

@ You can no longer be sacked after 
the last League Game of Season. 

@ If you are sacked you can now 
only Continue if you have accepted a 
Job Offer from a different club, oth- 
erwise you must Retire. 

@ Any Tactical Changes made from 
the Bench including Formation 
Changes, Substitutions and 
Player Swapping will now 
effect the performance and 
skills of all Players on the 
pitch that are affected by 
the changes. 


CAREER MODE 

@ In Career Mode there you will no 
longer receive any Job Offers from 
teams in the same division who are 
in either Promotion or Play Off 
places. 

@ In Career Mode you will no longer 
be asked top pick the Playoff Squads 
for a team that has just given you 
the sack. 

@ In Career mode a Foreign player is 
now very unlikely to accept an offer 
to join your club if his value is much 
higher than the average player on 
your team. 

@ A general boost has been given to 
Attackers and Wingers to help keep 
their values up in Career Mode. 

@ In Career Mode You will no longer 
receive any Job Offers in your last 
season of Management. 

@ In Career Mode each separate 
competition (i.e.: Premier League, 
Cup, League Cup, EUFA Cup) now 
stores its own game type defaults 
(i.e.: match/result/view match/view 
result) so you can for example now 
default to just getting results for 
League games, but actually play all 
Cup games. 

@ In Career Mode when you make 
an offer to buy a player and you 
receive the message from his club 
“We will accept no more offers on 


this player” the player is 
now removed from the 
transfer market at once 
and in time a new player will 

move onto the transfer market to 
take his place. 


CUSTOM TEAMS 


@ You can now import any team in 
the World into Custom Teams. 

@ Player Skin/Hair colours now 
always stored correctly in Custom 
Teams. 

@ Once a player has been imported 
into a Custom Team the Import box 
is now switched off, to stop the play- 
er accidentally importing another 
team over the one that he has just 
imported. 


TEAM FORM 
@ The form of Teams is now affected 
by their current league position. 

@ Generally the form of any one 
team Is a bit more variable, because 
all of the players now have 
good days and bad days 
instead of always being exact- 
ly the same in each match. 


MISCELLANEOUS 

@ The allocation of Goal Scor- 
ers in a Result only match has 
now been improved and the 
Goal Scoring share through- 
out the team now varies 
depending on the Formation 
the team Is playing. 


*The way a Player's Value is 
calculated has been 
changed and we _ have 
included a small value 
boost for Goal Scorers. 

@ All games involving just 
Computer teams give you 
the option to View Match 
or View Result. View Match 
allows you to watch the 
game in its entirety, View 
Result just tells you the 
score straight away. 

@ Files saved with a “.” in 
them sometimes appeared to get 
lost when loading, it is now no 
longer possible to put a “.” in the file 
name in the first place. 

@ Team data has been updated in 
the following countries: 

Argentina, Austria, Belgium, Brazil, 
Bulgaria, Czech Republic, Denmark, 
England, France, Germany, Greece, 
Holland, Italy, Japan, Luxembourg, 
Malta, Poland, Portugal, Scotland, 
Spain, Surinam, Switzerland, Turkey 
and Uruguay. 

@ We've improved the computer 
teams’ evaluation of players offered 
to him in exchange for one of his 
own players. 

@ You can now activate the Bench to 
Change Formation and Swap Players 
around on the pitch (NOT to substi- 
tute players) when either Goalkeeper 
is holding the ball. 

@ You can also now mix and match 
Game Types (Playing/ Coaching 


Result) in all Competitions. 


@ When Extra Time is played in any 
match it is now random who kicks 
off and who kicks up or down. 
@ Home Teams are now given a 
slight skill handicap advantage over 
Away Teams for all Game Types. 
@ Any match on the Pitch can be 
harmlessly Abandoned before the 
Kick Off by pressing the ESCAPE key. 
@ When the crowd go “Oooooh” it 
is no longer followed by a minute's 
silence. 
@ F10 key (Crowd Chants On/Off) 
now works for A500 as well as all 
other versions. 
@ Positions of players at goalkicks 
vary depending upon the formation 
being used. 
@ A number of Preset Competitions 
have been updated where necessary. 
@ The Italian League now gives 3 
points for a win. 
@ Players will now always shake off a 
Knock eventually. 
@ There are no longer any errant 
ticks and crosses being displayed on 
the Squad Select screen. 
@ The occasional crash when the 
substitute Goalie dives has been cor- 
rected (phew). 
@ You can now Format a disk direct 
from the game. 
@ The odd player who is sent off will 
no longer malinger at the side of the 
pitch. 


MadAawN 
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Incidentally, if you haven't yet 
updated your copy of Sensible 
World of Soccer, then you can do 
one of two things: 

@ Buy last month’s copy of The 
One magazine (that’s the May 
issue), and you'll find the update 
disk stuck to the front cover; or:- 
@ Register your ownership of the 
game by sending in your Regis- 
tration card (which you'll find in 
the SWOS box) to Renegade. 
When all the thousands of Regis- 
trations have been processed, 
your update disk will be sent 
out to you. 


SOMS 


LEVEL 29 


Send the second lemming jumping 
all the way to the left to pick up the 
spades. After that, let him drop into 
the second pit from the left, then 
jump another to the right to pick up 
the spade. Dig the top of the rocks 
away, followed by the corner of the 
first carriage so the bricks fall. Drop 
the spade, and pick up the bricks. 
From the step above the bottom 
of the rock hill, build up to the car 
riage, and then pick up the bricks 
The second lemming should now 
dig twice. Go back to the builder 
lemming, and build across the laser 
trap. Go to the second lemming and 
dig right through the rest of the pil 
lars, and then through the small 
rocks to pick up the spade. Dig 
through the rocks to release the 
trapped lemming, and then through 
the other side to the train. Mean 
while, set the blockers to trap the 
other lemmings, bar the builder and 
the digger. Dig through the crates 
on the carriages right through to the 
end, then build up to the top of the 
engine and release the other lem 
mings. Build over the funnel, and all 


LEVEL 30 ras 
Set blockers to the far left and right 
of the platforms after the first lem- 
ming. Let the first lemming drop 
down and pick up the bricks, jump 


3 


55 lemmings will be saved. 


across to the lower platform, and 
then drop down to the very bottom. 
Build up to the side of the lasers, 


LEMMINGS 
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drop bricks on the other side of 
them, and pick up the spade. 
When on top of the bricks, dig 
below the lasers and then through 
to the gap in the steel column. 

Drop the spade, and pick up 
the bricks. Build right to the lattice 
column, drop the bricks, pick up 
the spade and dig through the lat 
tice column. Drop the spade and 
pick up the bricks, and head to the 
exit. Just before you reach it, build 
back across the water until the 
bricks run out just before the end 
of the water. Drop down through 
the dissolving rock and pick up the 
spade. Go back to the blocked 
lemmings, release them all, and 
get one to jump over to the right 
to pick up the spade. Drop into 
the pit with the trapped lem 
mings, and bash through the col- 
umn the floor will slowly dis 
solve below them. 

As they are doing this, go back 
to the single lemming and dig 
up/right to create steps. Jump him 
across the small gap between the 
rock and the bridge over the 
water, and head for the exit. Once 
the floor has dissolved below the 
group of lemmings, stagger the 
progress.of the lemmings by turn- 
ing them all into blockers, and 
releasing them gradually, then 
jumping them across the little gap 
over the water to the exit. You 
have now completed Shadow 
tribe, with 56 lemmings saved! 
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Onto the final third of the little green-haired... er, lovers from Liverpool. 
The Classic tribe awaits; and if you've got through the other 60-or-so 
levels up until now, then give yourself a hearty “congratulations” from 
The One. Now do these... 


CLASSIC TRIBE 


LEVEL 1 


When released, the first lemming will 
fall. Block him slightly to the right, 
then, when all the lemmings are 
heading for the exit, release him. 20 


lemmings will be saved. 
LEVEL 2 


Block the third lemming out. The 
first lemming picks up the digger; 
dig him down towards the trapped 
lemming. The second lemming picks 
up the bricks; build him over the 
water to the left. With the first lem- 
ming, dig right to release the 
trapped lemming, and then go 
down to the exit. Release the blocker 


to finish with 21 lemmings. 
LEVEL 3 2 


Block the second lemming out. The 
first lemming picks up the bricks, 
and uses one or two bricks to avoid 
the laser traps. Jump the first lem- 
ming over the second 
to pick up the spade, 
then dig down at the 
far right. Turn him into 
a blocker on the lower 


see J platform. Jump the 
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bricks past the traps, 
then build step 
towards the exit. Put a 
block over the disap- 
pearing floor, then 


LEVEL 1 |— 


release all the blockers. Escape with 


21 lemmings. 
LEVEL 4 oe 


Block the second lemming, then let 
the free lemming pick up the ceiling 
plunger, and use him to reach the 
spade. Drop plungers, pick up the 
spade, dig right to release trapped 
lemmings, then turn the digger and 
the freed lemming into blockers. 
Jump the third lemming over the 
original blocker, pick up the bricks, 
drop down, then build down twice 
and then straight across. When the 
builders run out, jump towards the 
exit; release lemmings, but jump 
them to the exit as with the builder. 
22 lemmings are now free. 


LEVEL 5 


Block the third lemming, block the 
first lemming slightly to the right 
after he has fallen. The second lem- 
ming picks up the bricks, so build 
from the edge of the platform up 
and left. Now build all the way to 
the edge, then build up four blocks 
to stop the others from falling off 
the edge. Go right, release the other 
lemmings, block them to the left of 
the builder, and build up to the exit. 
Now just release the blocker, and all 
23 are saved. 


LEVEL 6 


Block the first lemming, and the sec- 
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ond lemming will pick up the bricks. 
Jump the builder over the blocking 
lemming, and build down two 
blocks from the edge then fall 
down. Build right across the gap, 
and pick up the bricks; then build up 
to the next platform. Build a brick 
where the dissolving section of the 
floor was, and block him. Highlight 
the lemming with the spade, and 
jump him over the blocker. 

Fall down, walk right, and jump 
over the blocked builder. Dig up one, 
then straight until you reach the 
bricks. Dig upwards to the right, and 
block him. Release the builder, pick 
up the bricks, jump over the blocker, 
and build up from the edge to the 
exit. Release all lemming to the exit. 


LEVEL 7 

Block the second lemming. The 

first lemming will pick up the 
plungers use them, to sucker 
across to the next platform. Jump 
across all the platforms to pick up 
the other set of plungers, then use 
them to get up the wall. Upon 
reaching the top, drop the remain- 
ing plungers and jump across the 
gap. Pick up the bricks. Now turn 
around, and build a staircase over 
the gap. Pick up the other bricks, 
and build a staircase right down to 
the platform. Build across all the 
gaps until you reach the other lem- 
mings, and release them. 
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LEVEL 8 
Block the second lemming. Jump the 
free lemming over the gap to collect 
the umbrella, then jump over the 
gap and drop the umbrella. Pick up 
the spade, block the trapped lem- 
ming, and dig through to him. 
Drop the remaining spades, and 
pick up the umbrella. Walk left, and 
float down into the hole with the 
plungers in. Pick up the plungers, 
and use them to scale the left wall. 
Drop them, and pick up the bricks. 
From the edge of the hole, build 
across to the right. Turn around, pick 
up the spades and dig through the 
green area. Fall down, and walk 
towards the spades, then pick them 
up and dig up and right through the 
green area. Fall down, walk towards 
the spades, then pick them up and 
dig up and right through the large 


LEVEL 3 


green area. Walk right and jump the 
gap onto the stairs, then jump onto 
the other flight of stairs. Dig out the 
trapped lemming, and release all the 
lemmings to the exit. 


LEVEL 9 

Block the second lemming. Walk the 
free lemming back and forth on the 
dissolving ground to get him down 
the centre section. Once down, pick 
up all the plungers, and use them to 
scale the wall on the right. Pick up 
the bricks, and build up towards the 
spades, then build up and right 
towards the exit. Turn around, walk 
left and build over the dissolving sec- 
tion. Release the blocked lemmings, 
and make one of them pick up the 
spades to free the trapped 
lemming. All the lemmings # 
will be saved. 


LEVEL 10 


“Send one lemming right and one 


left. Block the rest, then let the left 
lemming pick up the spades and 

block him. Allow the right one 

to walk to the bottom to col- 

lect the bricks, then build 
across the two pools on the left and 
let the lemming exit. Now go back to 
the digger, and dig through the 
green pillar on the left. Fall down to 
the next green section and bash 
twice right and down. Bash through 
the final pillar, and pick up the 
bricks. Build across the final pool, 
and build a block or two under the 
laser. Free all the lemmings, but turn 
one around to pick up the spades to 
dig out the trapped lemming. All 
lems are saved. 


More next month! Pir 
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Mission 19 
Phase 2 


Go right and grenade the enemy 
building. Keep going right and 
grenade the other enemy building 
on your right. Pick up the bazookas 
you see near the bushes, but don’t 
blow up the enemy building with 
civillans coming out. Keep going 
right and follow the pink path, 
bazooka any huts with aliens in 
them, but don’t bazooka any huts 
with civilians in. 


Phase 3 
Quickly get the grenades 
from the little island and 
hide behind the bushes. 
Send one man with all the 
grenades round the corner 
and shoot the sniper. Go 
left until you see an enemy 
building, and grenade it. 
Now go up and shoot the 
sniper. Get your other man 
to accompany you, go left 
onto the island and when 
you see the hut, grenade it. 
Now go left onto the 
other island but watch 
out for sniper fire. 
Shoot the sniper that’s 
ahead of you and 
grenade the other hut. 
Go round the outside 
of the island to shoot 
the sniper with the 
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bazooka. Swim to the island on the 
left, get in the flying saucer. Land 
on the bottom island (from the 
map). Grenade the sniper over the 
plants, fly to the island to the left 
of the pink pad and pick up the 
hostage. Put the hostage down on 
a safe place away from any ene- 
mies. Land on the island below the 
pink pad, shoot any enemies, then 
go and pick up the hostage and 
land on the pink pad. 


Phase 4 
Take two men with all grenades 
and bazookas. Charge straight 
across the bridge and shoot the 
sniper. Grenade the building dead 
ahead, but keep an eye out for the 
trap. Go up and left, bazooka the 
turret which fires heat seekers. Get 
in the flying saucer, land in square 
with the hostage killing any 

enemies. 
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Mission 20 
Phase 1 


As soon as you start, pick up the 
grenades on your right. Take one 
man and give him all your 
bazookas. Take him left, when you 
see a gap in between the alien 
plants, bazooka the turret near the 
bottom of the screen. Cross the 
river, go through the gap between 
the alien plants and turn left into 
the cut. Shoot the alien guarding 
the hostage. Go right, then down. 
You should see a turret. Keep going 
left following the path. When you 
see a flying saucer, go left a bit and 
bazooka the hut. Get in the flying 
saucer. There is a turret in the top 
left hand corner but it will blow 
itself up. Land in the bottom left 
hand corner, get out of the flying 
saucer then go right and bazooka 


Mission 21 


Phase 1 
Quickly go down and bazooka the 
door, then go back to where you 


\ started. Go right quickly, keep 


\ going right until you see a car. 
Go down the cut before the 
one where the car is. When 
you get to the bottom of the 
screen, go right a bit and you 
will see a car; get in and blow 

up the car on the left. Keep 

going left, blowing up any cars 
you see. Now scan the area, blow- 
ing up any doors and cars you see. 


Phase 2 

Go left and grenade the door. 
When you see a road with cars on 
it, avoid it and go down the little 
path on your right. Quickly shoot 
the sniper at the top. Go right and 
grenade the turret, then go back to 
the road and cross it. Go to the top 
of the screen and go through the 
gap between the bushes. Cross the 
road and shoot the sniper that is 
just below you. Go down the 
screen. Shoot the sniper and blow 
up the doors. Now get in the car, 
drive to where the hostages are 
and make them get in the car. Take 
them back over the roads into the 
gap at the top and then right back 
to the start. 


Once again, Ben from 
Cleveland comes good with 
the final part of the Cannon 
Fodder 2 solution. How 
does he do it? Er, dunno 
mate. But it saves us the 
trouble, anyway. 


the turret. Go back left and get 
into the dalek. Keep going right in 
the dalek following the path. When 
the path starts to go up, get ready 
to shoot a few shells into the bush- 
es because there is a naughty turret 
hidden there. 

Keep going right and shell the 
turret behind the alien plants on 
your right. Mind you don’t fallin 
the gap. Go back to the flying 
saucer, get in and fly to the top 
right hand corner. Try to land on 
the two snipers who are stood 
together. There is a hostage where 
the two snipers were, so get him 
aboard the ship and fly to the 
middle and pick up the 
other hostage. Now ~ 
take them to the red : 
cross on the top left 
hand corner. 


Phase 3 

As soon as you start, 

quickly move into the 

gap on your right. Go 

down a bit, then into the 
other gap on your right. Keep 
going right until the screen ends. 
Now go down and cross the road. 
Keep going down to the bottom of 
the screen, then go left and get in 
the airship. Make a scan of the area 
and blow up all the enemies. Go to 
the building near the river where 
the hostages are. Pick them up and 
take them to the red cross tent in 
the middle of the screen. If the 
phase complete message does not 
show, make another scan of the 
area and blow up any enemies. 


Phase 4 

Quickly shoot the snipers on the 
left and right of you. Shoot 
through the perimeter wall killing 
all aliens. Bazooka the sentry boxes 
through the wall as well. Shoot the 
other two snipers in the top 


middle 


of the 
screen and put - 
each of your men f 


on top of the 
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Phase 1 

Quickly shoot the sniper on your 
right, go right up to the top left 
hand corner. Go right and shoot 
any snipers in between the weird- 
looking things. When you get to 
the top right hand corner, go down 
and shoot the sniper. Pick up the 
bazookas then go back up and 
bazooka the door. Go back down 
and shoot any more snipers in 
between those, er... things. 


Phase 2 

Quickly split two men up; take 
them right until you can see the 
bazookas and pick them up. 
Bazooka the partition between the 
two doors. Do this for all the doors 
that are on your left. Take the two 
men from the other side of the 
screen. Take them right and pick up 
the bazookas. Now bazooka the 
partition between all the doors on 

your left. 


Phase 3 
Okay, quickly move up 


Mission 23 
Phase 1 


Shoot the men around \ 
you then go down to the 
bottom right hand corner and 
grenade to two doors. Now go up 
and grenade the house, then go to 
the bottom right hand corner and 
grenade the house there. Go up to 
the top left hand corner and 
grenade the two houses. Go right 
and bazooka the sniper on the 
bridge. Go left and up until you see 
a little island. Grenade the house 
on the island. Now go right and 
grenade the house just past the 
broken bridge, then kill all the men 
on the island. 


Phase 2 

Quickly go across the bridge on 
your left and shoot the sniper on 
your right. Now go back to where 
you started and give one man all 


% 


and shoot the men that come 
towards you. Move right and shoot 
the aliens. If they come too close to 
you, keep pulling back. Go right a 
bit more and shoot the sniper and 
the men who come towards you. 


Phase 4 

Shoot the aliens that come towards 
you, then move up. Go left until 
you see the bazookas and pick 
them up. Go up then right and 
bazooka the door. Go and finish 
any aliens off. 


Quickly go down. Go up the steps 
and get into the flying saucer. Wait 
until the enemy flying saucers land 
and blow them up. Make a total 
scan of the area and kill anything 
that moves. Go to the top left hand 
corner and pick up the hostage. 
Take him to the top of the tall 
building and he will go into the red 
cross camp in the centre of the 
screen. For a cup of tea. And 
a slice of cake. Probably. 


your grenades 
and bazookas. 
Take him over 
the bridge and 
grenade the two hous- 
es. Get the weapons on your 
right, then go left and up to 
grenade the turret that you 
can see at the top of the screen. 
Go right and get into the turret, 
now blow up the electric fence and 
the enemy building below you. 
Get your other two men to join 
your first man, take them down 
and make them get into the jeep. 
Take the jeep up and jump over the 
ramp. Jump over the next ramp 
you see, drive up and across the 
bridge. Go left and drive down. Get 
out of the jeep and go up and then 
right. Now go down past the 
bridge and blow up the turret 
that's there. 
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Mission 24 
Phase 1 


You are totally surrounded by 
aliens. Shoot them all before they 
shoot you. Good tip, huh? 


Phase 2 
Go right, shoot the men and pick 
up the grenades. Go over the 
bridge, and use the bazookas _ to 
knock out the turrets right and left. 
Go up the path and shoot the 
sniper before grenading the two 
enemy buildings. Go left, pick up 
the grenades and get into the fly- 
ing saucer. Fly right, killing the ene- 
mies before transferring to the 
dalek, killing everything in sight. 


Phase 3 

Go up and pick up the bazookas. 
Keep on the move to avoid the 
heat-seeking missiles fired by the 
flying saucer. Use the jeep to get to 
the flying saucer in the bottom 
right hand corner. Once in the 
saucer, kill off all the enemies. 


Phase 4 
Go right and shoot the sniper, then 
go left and down to grenade the 
hut. Head up and left to grenade 
the other huts. Go down and left 
to shoot the sniper before crossing 
the river to the 
island. 
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Grenade both huts, then trav- 
el right and bazooka another 
hut. Head back to the start. 
Go right and down, bazooka 
the turret then pick up the 
grenades on the left. Go down 
and into the dalek to shoot 
the men. Get out of the dalek, 
go right and grenade the hut. 
Finally, finish off any remain- 
ing alien gits. 


Phase 5 

Keep clear of the flying saucer 
and the turrets, and swim 
directly left and get into the 
flying saucer. Keep as close to 
the base of the screen as pos- 
sible. Take off and fly to the 
top right hand corner. Land 
and leave two men outside 
the other flying saucer. With 
the other man, get into the 
first saucer and fly it into the 
second one in a true kamikaze 
mission. This leaves the other 
two men to get in the other 
saucer and blow up everything 
and rescue the hostage. 


Phase 6 
You have eight men and ninety 
nine seconds to kill the one enemy 
You're on your own. Let’s Rock! 
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. *Yes, we know these grabs are from level 1, but — 
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nobody here craved an early death sufficiently 
convincingly to be forced to attempt level 2. 
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Pick up the people who programmed this game shake them very hard indeed and bel- 
low HOW DARE YOU in their faces: you will need to have taken a great many drugs to 
appreciate what follows. Or played the game. The experience is much the same. Only 
one of them is marginally less amusing. 


Pick up the tankard, operate the 
floor tile and take the chest key. 
Travel south, and pick up a sec- 
ond tankard, then take the first 
left and head for the room where 
four hungry and thirsty soldiers 
are sitting. Take the third tankard 
and operate the floor tile, and 
underneath is some stamina. If 
you look at the soldier on your 
left he will demand that you sup- 
ply him and his three buddies 
with some ale. 

Travel out of the room and 
head south again, pull the lever 
and enter the room where the ale 
is. Take the tankard off the stool, 
and fill all four tankards with the 
soldiers’ favourite brew. Before 
you leave, open the chest with 
your key and take the piece of 
paper with the cryptic phrase on 
it. Operate the floor tile, and 
underneath you should find a 
door key. Deliver the ale to the 
soldiers who empty the tankards, 
and open a door as a reward for 
your efforts. Look at the most 
talkative soldier, who will 
demand that you bring the lot of 
them food. 

Go out of the room, then 
straight down into the door 
which they have opened. 
Inside, take a stick and two 


chicken legs. Delver the legs to 
two of the soldiers, as you will 
need the room — then travel back 
to the ale room where it would be 
a good idea to leave the tankards. 
In here you can pull a lever for a 
shortcut into a room where a sol- 
dier is sat in-between two chests. 
He asks you for the password. 
Insert the stick in the 


the password. Face him and drink 
the potion, then look at the cryp- 
tic piece of paper. The letters 
change into the words ‘Hermans 
Home’; having said this the two 
chests open, and you can take the 

protection potion and a cross. 
Travel up to the locked door 
near where you found the second 
tankard, open the 


hole in the wall, gat sss MMMM gos, fiigy, door with the 

then pull the lever. bl eh “yf “door key from 

Travel up and “®& i , #’ the ale room, and 
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round the u-bend oper- 
ating all the floor tiles. Take the 
sapphires for use later on. The 
white pattern on the floor tile is a 
teleport square; stand on this to 
be transported to another section 
of the map. Operate the floor tiles 
there, and take the chicken legs — 
you only need two more as you've 
already given two to the soldiers. 
Check out the room where the 
Norse Warlords lie. Have a look at 
their tombs to read the rather 
cryptic inscriptions. 

Deliver the two remaining 
chicken legs to the soldiers, who 
reward you with a second chest 
key. Look at the left-hand soldier 
once more, and he will demand 
more ale. The key is for the chest 
in the Norse Warrior room. Take 
the translation potion, then head 
back to the soldier who demands 


take the bone from 
the stool. Travel south once more 
to where the green river of poison 
breaks. Notice a small piece of 
poison on the floor. You lose sta- 
mina if you try to drink it, so drink 
the protection potion first. Put 
this in the ale, 
and then fill up 
the tankards once 


more. It is time to we wma 
rid yourself of the Ke 
. Ps) 
demanding | segs 
soldiers. P25 
Deliver the poi- by NTF 
sonous ale which PAN 
they dispose of in ryt 
one gulp, and are NAT | 
then quietened J 937 
forever. This fice 


action results in 
the locked door 
out of this room 
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opening. Travel up the passage- 
way, then take a left onto a tele- 
port square. You find yourself in a 
room with a series of altars, with 
blue diamonds engraved on 
them. Drop the sapphires you are 
carrying, which will rid you of 
three of the altars, and also allow 
you to pick up a will and a chain. 

Teleport back the way you 
came, and walk straight onto the 
second teleport square. Pick up 
the ‘No’ from the altar, then trav- 
el down into the torture chamber. 
One of the soldiers is hoarding a 
clock, but he allows you to take 
it. You now have all four objects 
to give to the Norse Warlords 
back in their private chamber. 
Before you leave, search ‘til you 
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find the altar with a combination 
written on it. Take the piece of 
paper that says ‘What's the com- 
bination?’. The Norse Warlords 
reward you with a chess piece, 
each of which you will know the 
meaning of if you have already 
peeked into the chess board room 
near the torture chamber. 

Travel to the chess board room, 
and position your Rook and Bish- 
op in order to checkmate the 
King. The Rook goes on the 
square near the door on the same 
line of tiles as the King. The Bish- 
Op goes on the square near to the 
bottom of your screen, with the 
King in a diagonal line — 
but not on the diago- 
nal lines of the 
other Bishops. 
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sapphire and a “aa | 
teleport square. 

This transports you to a 
a room where you find a 

‘Bee tray’ and the front page of a 
newspaper. Return to the room 
where the sapphire altars are, and 
drop your new sapphire. This 
allows you to take a piece of 
paper with the words ‘let him 
have it’ written on it. 

Back in the torture chamber 
you can now order the awake sol- 
dier to ‘let him have it’, resulting 
in the poor prisoner being 
stretched beyond all recognition. 
He instantly dies, and the soldier 
accuses you of killing him — and 
says that he is going to tell. Take 
the key which has appeared on 
the prisoner, and travel back to 
the room of the sapphire altars. 

You will have noticed a hottle 
of stamina over the river. Take 
this as you will need it, then set 
off south walking in the poison 
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itself. Stop and 
drink the stami- 


sy i: + na when the 
ee Nt energy bar drops 
ane down too low. At 
— the end of the 
river there’s a door 
which you can unlock. 
There’s a joke inside 
which you can take, then take a 
short cut back to the torture 
room via the door opened by a 
lever and a teleport square. 

Back in the torture room the 
King has appeared. Look at him, 
and he asks if you killed the pris- 
oner. Look at your ‘No’ piece of 
paper to deny it, and ignore the 
jeering soldiers. The King asks you 
to prove it, at which point you 
can produce your newspaper 
which describes your where- 
abouts the day before. He laughs, 
and asks you to prove it. Take the 
stick from the prisoner, and travel 
back to the room where you 
found the joke via the short cut. 
Insert the stick in the hole, pull 
the lever and enter the photo- 
copying room. Pick up today’s 
newspaper which has not yet 
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been printed, then put yesterday's 
paper on the photocopier. This 
disappears, which is your cue to 
drop today’s unwritten newspa- 
per onto the photocopier. Take 
your evidence (Eh? — Andy.) and 
go back to face the King. 

Drop your newspaper on the 
floor, and the King disappears 
leaving behind his crown. Tell the 
second soldier to let his prisoner 
have it, who screams and when 
asked ‘what's the combination?’ 
replies ‘I will betray’. Travel back 
to the perocepyiag room, and 
head South until 
you reach a 
crown stand by a 
locked door. 
Drop the crown, 
and enter the 
room where you 
will find an eye at 
the end of a 
small river. In this 
room you will 
also find another 
sapphire along 
with an orange. 

Put the eye, 
the will and the 
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‘Bee tray’ on the combination 
stone in that order to open the 
door into a new part of the level. 
Before you leave take the shoes 
from the torture room. Stand on 
the teleport square just beyond 
the open door to discover a door 
key. Return straight away, and 
progress into unknown territory 
where you will find a correspond- 
ing locked door. Inside this room 
you will find Herman, who tells 
you he’s bored. Look at the piece 
of paper that says ‘Let him have 
it’ — Herman asks you ‘who?’, but 
you can’t answer him yet. 

Operate the floor tile, and take 
the musical note — then travel 
back to the tuning fork which is 
near to the photocopier (left out 
of Herman's room). Take the 
musical sharp, then deposit this 
and the cigar on the Norse War- 
lord tomb of Hamlet Sharp in the 
same room as Herman. You 
receive a stick in return, which 
you can use on the hole just out- 
side to give you access to another 
piece of paper with ‘crumbly 
wally’ written on it and a teleport 
square. This teleports you into a 
square with walls all around you. 
Look at the ‘crumbly wally’ piece 
of paper to get rid of the walls 
(‘Arse!’ | say — Andy.). 


With a help from Mark Shaw at Rowan, resident barnstormer and ace of the spade- 
grip, Harry Attrill serves up some well-buttered tips for would-be Boelkes and Balls. 
And here's a biggy to get you started. Nieuports are nob. 


Getting to grips with 
your stick 

Dog Fights in Dawn Patrol usually 
take place within a small area and 
it is difficult to keep track of all 
the aircraft. When you find your- 
self at the centre of a large melee, 
the ‘outside combat lock view’ 
(Enter key) is quite literally a life 
saver. It gives the pilot a greater 
view of the threats around him. 


game at any point dur- aa 
ing combat, and fid- “~\" 
dle about with with ab 
the ‘F’ Keys to get different 
views of the dogfight. F1 and 
Shift-F1, the zoom in and out 
functions, in conjunction with F3, 
the rotate-around-your-plane 
view, and F2, the above and 
below view, will provide you with 
a complete panorama of the 
‘scrap’ at any point. Though this 
is cheating a bit, the fact that you 
are incapable of taking a quick 
look above or below you during 
combat, whenever you feel like it, 
as would be natural, without a lot 
of potentially disorientating 
faffing about, evens the odds up 
a bit during those tricky first few 
shows over the lines. Later on you 
will be able to make educated 
guesses as to what an e.a. (enemy 


It's also worth remembering _. = 
that you can pause the — 


aircraft) is likely to do, and more 
importantly, where it is likely to 
be in a dogfight, given its perfor- 
mance, mission, and the quality 
of its pilot. 


Throttle & Bottle 
Most engagements begin with 
two opposing formations 
approaching each other head-on. 
This initial pass is the most 
dangerous. You will be fly- 
ing towards a solid wall 
* of enemy aircraft, and the 
sky before you will be thick with 
gunfire. Around you, your com- 
rades will be jostling for position 
and firing. The chances of sustain- 
ing damage or collision are high. 
It is a good idea to try to work 
your way above or beneath the 
e.a. and get behind them. There is 
a temptation to simply fire willy 
nilly at the approaching forma- 
tion, in the hope of hitting or 
damaging as many e.a. as possi- 
ble. You are far more likely to hit 
or even destroy an e.a. if you pick 
one target and press home your 
attack. It might also help you to 
cut down the closing speeds 
between the formation by throt- 
tling back a bit, to give you more 
time to shoot, and then bang the 
throttle through the gate as soon 
as you begin your turn after the 


But when you get it right, the results are peculiarly satisfying! 


initial pass. Mastery of the throt- 
tle control is an under-appreciat- 
ed skill in of the business of air- 


combat. It can be used both 
offensively and defensively, and 
as part of your repertoire of use- 
ful stunts to surprise the enemy. 


Setting out your stall 

In combat, your target will usual- 
ly be a short distance away from 
your own aircraft, making it very 
easy to over-shoot. If an e.a. is fly- 
ing across your view or towards 
you at an angle, don't roll the air- 
craft and pull back on the stick to 
keep it in your sights. Instead, 
continually nudge the rudder to 
allow you to keep track of the 
enemy, and spray his aircraft with 
bullets. Your kite effectively 
becomes a gun-turret. Apply 
some side stick if your aircraft 
starts to dip. The only snag here 
is that this technique kills your fly- 
ing speed and leaves you a sitting 
duck for anyone else. 

Another classic manoeuvre, 
and naughty variation on the 
gun-turret theme, which is partic- 
ularly useful to surprise 2-seaters 
and stragglers, is the controlled 
stall. Work your way underneath 
the target and into a position just 
below and in front of the e.a. 
Now pull back on the stick, and 
throttle back so that the nose of 


your kite rises and you hang 
almost motionless as the unpro- 
tected belly of the e.a. passes 
over you. With practice you will 
be able to rake the e.a with gun- 
fire from nose to tail before drop- 
ping triumphantly away. 


Dive versions 

Never dive to evade the enemy 
unless you've a good headstart. 
It is always tempting to dive 
away from trouble, but unless 
you are confident of: a). The 
structural strength of your kite 
(‘V’ strutters like the Albatros and 
the Nieuport were notorious for 
shedding wings in a steep dive) 
particularly if you've’ been 
involved in combat, and, b). That 
you can ‘out-dive’ your opponent. 
Some aircraft are better than oth- 
ers in a dive. For example, an SE5 
can ‘out-dive’ an Albatros, an 
advantage in combat of which 


when the Fokker DVII 
arrived, it was too late. 
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both pilots will need to 
be aware. It's worth 
experimenting — with 
different aircraft to see 
just how much strain 
you can put on them. 
Most will stand up to 
more punishment ot 
rough handling than 
you would think. It is 
possible to judge at which point a 
weak wing structure is starting to 
disintegrate in a dive, because the 
aircraft will start to judder slight- 
ly. It's easier to ‘feel’ when using 
the front cockpit view. 


Turn, turn, turn 


Continually tapping a 
the key for back- y 
stick when in a 

banking turn will give you a 


greater rate of turn. It simulates 
yanking the stick full back. On the 
subject of turning, when an e.a. 
gets into a position on your tail 
you should always ‘break’ right. 
This is because most pilots are 
right-handed and will therefore 
instinctively be expecting you to 
turn left. Turning right will give 
you a few precious extra seconds. 
It's a difficult thing to remember 
to do in combat when the heat is 
on, as unless you are left-handed 
(like me) you will naturally also 
want to turn left. This illustrates 
the point that the ability to keep 
your cool in a dog-fight is a dis 
tinct plus. 

Totally 
numbered? 


out 
and 


surrounded and 
Keep banking 
turning in a circle. Loose off bursts 
of gunfire as you sweep round, 
and the chances are you'll land 
hits on the forcing 
them to break. This will create the 
space for you to perform a more 


some Crd.; 


aggressive manoeuvre 


ay 


Based on ace 

Try adopting a style Pa 
similar to that used by one 
of the featured aces. You might 
approach 
Albert 
Ball, who simply threw his kite at 
the enemy regardless of the odds 
and relied on his superior flying 
skills to see him through. Or like 
me 


try the total ‘psycho 
favoured by the likes of 


you might prefer the more 
calculated, game-hunter method 


...could match the fast and 
sturdy SES. By spring 1918.. 
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Get as close as possible before op 


of attack perfected by von 
Richthofen, in which the odds are 
carefully weighed up before an 
attack is made and marksmanship 
is deemed more important than 
fancy flying. Of course, as this is a 
game, play both 


you can 


roles 


cS When you are fighting an ace 


one-on-one, it is imperative that 
you keep turning with him i.e.. in 
the 
bank or an even more ambitious 
manoeuvre is exactly what they 
are waiting for and will only lead 


same direction. Reversing 


to grief. Keep turning as tight as 
you can, and apply a little stick 
now and then to alter your height 
Keep turning until your opponent 
breaks or overshoots, or you have 
worked your way onto his tail and 
have the chance of a shot 


A cheating heart? 

Faking a crash landing is very diffi 
cult 
least 200 feet above you when 


The enemy needs to be at 


you land, otherwise he will suss 
you and simply strafe you on the 
ground. Dive at the deck, pull 
back at the last minute, throttle 
right back and press ‘B’ for ai 
brakes and ‘W’ for wheel brakes. 
Push the stick forward if you start 
With luck, the 
enemy should circle above you 
before skedaddling to report your 
position to ground troops. You 
can then make a getaway. 
Students of aviation history will 


to bounce any 


have noticed that this wheeze is in 
fact a ‘cheat’, as WW1 aircraft did 
not come equipped with either 
air-brakes or 
may therefore, like me, prefer to 


wheel-brakes. You 
die gloriously (or ignominiously) 
rather than use such a ruse, pat 
ticularly as these key commands 
are obviously hang overs from 
previous Rowan flight sims which 
the programmers either forgot or 
couldn't be arsed to remove 


o ...and not even the nifty 
Fokker Triplane... 


It’s probably best to use the cockpit view, only when actu- 
down your opponent. 


ally attempting to shoot 


TRYING IS DYING 


ere are all the aircraft you can fly in Dawn Patrol. Each has 
its own peculiar handling characteristics, armaments etc. 
It's worth having a bit of a play with all of them so that 


you get used to their strengths and vices. For those of you who 
can't be bothered to plod through the excellent ‘interactive book’, 


here is a rough and ready from guide to help you pick a winner. 
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1915. The Fokker E1. Gun 
fires through prop... 


... but by 1916, easily out- 
classed by the DH2... 


...and the fragile French 
Nieuport 11... 
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...which in turn was matched 
by the Albatros D series... 


...which by mid 1917, strug 
gled against the Pup... 


...and the Sopwith Camel 
established air supremacy 


..and the Triplane despite 
its superior armament... 


until by the end of 
the year, the Spad $7... 


STRIKE 


JUNGLE 


Angry elephants picket waterhole! Gorillas lead massive anti-baobab tree demonstra- 
tion! Tsetse flies impose overtime ban! 


MISSION 1: 


PROTECT MONU- 
MENTS 

A good tactic to use here, and 
indeed in most confrontations, 
is to circle around the enemies 
making it difficult for them to 
target you. Begin with the 
monument directly to the 
north of your launch pad, 
where you'll find an armour 
crate in the left-hand unit. 
Time is particularly tight here. 


MISSION 2: «© > 


TERRORIST HQ 
The soldiers with guns are easy 
to pick off with the chain-gun, 
as long as you circe them. The 
bigger guns need more atten- 
tion, so try using a Hydra or 
two for them. Only three of the 
HQs need to be destroyed to 
complete the mission, but if 
you're especially good you can 
destroy the fourth for a bonus. 


CAR BOMBS 


This is the toughest mission, 
because you need to prevent 
the station wagons’ from 
reaching their destination 
and if any of them survive, it’s 
game over. They're very fast, 
and they shoot at you; so 
loose off a couple of Hydras at 
each as you circle it. It'll take 
some flying practice, but 
be patient. 


MISSION 5: # » 


MOTORCADE 

This is a long mission, so make 
sure you're filled to the sky with 
ammo, fuel and armour. The 
President, in his stretch limo, 
moves from the bottom left- 


+e 


MISSION 4: 4 > 


AGENT AKBAR 

Circle the building, and use the 
chain-gun to kill all the soldiers. 
Now shoot the front of the build- 
ing, and pick up the agent when 
he runs out. Don’t shoot the 
police cars, or you'll lose points. 


hand side of the map. He will 
come under attack from terror- 
ists armed with bazookas, so get 
to him early, and fly just in front 
of him destroying all the ene- 
mies. 


MISSION 6: #) 


ENEMY SNIPER 
Watch out when the President 
passes buildings, because a 


sniper will leap out from one and 
try to shoot the Pres. Kill him, 
and then get on with defending 
the big P as normal. 


—— rt 


PASSWORD: 
RXSDOXWNCDS 


MISSION 1: 
NAVY SEALS 


Navy Seals are trapped on a 
tiny island to the east, so get 
out there quickly and get 
them. Blast the enemies on 
the way, then pick the Seals 
up, and drop them next to 
their helicopter, which you'll 
find to the south. They'll 
switch off the electric fence. 


ELECTRIC FENCE 
Shoot the three guards 
around the hovercraft, and 
then nip back home to drop 
off the Seals. Return to the 
hovercraft and shoot the last 
guard. Now land on the pad, 
and take possession of the 
lovely hovercraft. Hurrah! 


MISSION 3: 


Heap long stage for white-man 
to complete, involving much 
um difficult tracking of um 
magic smugglers and their tiny 
wee boats. The one recom- 
mends that you blast the boats 
from behind using your trusty 
hydra missiles, keeping a 
weather-eye out for the pluto- 
nium (which you must not hit), 
or drop mines for them. Keep 
an eye on your armour, and 
remember, kimosabe, you can 
always replenish your thick- 
ness. Collect all the plutonium 
the boats leave behind and 
don’t worry too much about 
the trucks on the beach— 
they're crap! 


MISSION 4: + 
F-15 PILOT rh 


Shoot the armoured gun 
emplacement, and the foot sol- 
dier, and then pick up the 
drowning pilot. Destroy the F-15, 
and the mission will be yours. 


PASSWORD: 
SNC3WVTLHIK 


MISSION 1: 
TRAINING CAMP 


Go south and destroy the car, 
which will give you a speed 
winch. Give the gun towers a 
good talking-to with a few 
Hydras, and then use the 
chain gun on the tents. Pick 
up any goodies you reveal. 


MISSION 2: ges. 


LANDING ZONE . 
Get the little fella from the 
clearing, then find the landing 
zone from the map. Destroy 
the nearby gun tower for good 
measure. 


MISSION 4: gs. 


COMMUNICATIONS * 
EXPERT 

There are a lot of red herrings 
on this level — buildings con- 
taining people who you don’t 
have to rescue. There’s only 
important one, containing the 
comms. expert; you'll find him 
on the map. Take him to the 
helicopter pad which is near 
the telegraph poles — but 
don’t blow them up. Go north- 
west and find a tank, which 
you can destroy for a surprise. 


a 


MISSION 5: Fy 


NUCLEAR SUBS 

Destroy three of the sub- 
marines using mines, but don’t 
hang around because their 
guns are accurate and unfor- 
giving. Use the Hydras to finish 
them off once they’re crippled, 
then steer the hovercraft back 
and resume your place in the 
helicopter. 


‘MISSION 5: gs. 


TANK DEPOT . 

Drop off all the soldiers at the 
landing pad, then go and 
restock supplies. At the depot, 
the moving tanks will attack 
you; keep circling to be safe. 


‘MISSION 6: ss. 
MOBILE RADAR 2 


Repeat the Mission 3 solution 
above. 


MISSION 3: =». 
MOBILE RADAR 1 ' 


Using your chain gun destroy 
the radar units, leaving your 
missiles to go for the tanks — 
because they’re particularly 
hard on this level. 


MISSION 7: gs: 
TRAINING HQ 


Get in there and blast away 
the three buildings, and cap- 
ture the soldiers who run out. 
Get the codes. 


PASSWORD: 
X7SGHJD3SVLR 


if you complete mission 7 first, 
and capture the commander, 
you can make him give you the 
location of all the fuel and 
ammo. 


MISSION 1: 
WATCH TOWERS 


Destroy the towers systemati- 
cally, keeping watch on the 
rest of the landscape in the 
brief flashes. They're arranged 
in a circle, so you shouldn't 
find too many problems. 


ae 


Pick the Green Beret up from 
the place marked on the map, 
then travel north to the landing 
pad. Destroy the vehicle wait- 
ing there, then drop him off. 


MISSION 3: 4% 
HELICOPTER PADS“ 


Not as easy as it seems, 
because helicopters are already 
airborne and ready to fire. Use 
Hellfires to bag them, moving 
backwards as you_ shoot 
because they'll fly towards you. 
Now destroy the pads with 
your chain gun, and pick up 
any bonuses uncovered. 


MISSION 4: PY 


SCIENTISTS “ 
Shoot the guards next to the 
cells, then use missiles to blow 
them open. Chain gun any sol- 
diers who appear, then lift the 
prisoners to safety. 


MISSION 8: g*. 
NUCLEAR REACTOR © 


Don’t, under any. circum- 
stances, just wade in Airwolf- 
style and blow seven bells out 
of the nuclear reactor. Be care- 
ful. Destroy everything else sys- 
tematically, and eventually 
you'll find the reactor under a 
small mulberry-bush. Pick it up, 
and then head back to base. 


‘MISSION 5: # 
Pe 
POWs a 


Use the same tactic as the pre- 
vious mission, but remember 
that your chopper can only 
carry six at a time. 


fn 
Sang 
ra 
G3 
= 
m 


2. 
MISSION 6: Jar 
WEAPONS PLAN:-"— 


Attack the weapons plants 
from the north side. There are 
loads of buildings to be 
destroyed, and the aircraft 
which are being equipped. 
Destroy everything that moves, 
and pick up everything you can 
— including a hidden life. 


MISSION 7: “4 
Se agi 
WEAPONS “ai 


anWNtiagdlds 


COMMANDER 

Capture the commander, who 
will give you all the juicy info 
about fuel and ammo 
emplacements. 


if} 
a. 
I~ 


CLASSIC 


fj ze s 


ere 


LEMMINGS part deux — 
OH NO MORE LEMMINGS 


“ne 
CLASSIC 


Lemon & Lime cordial greetings to the L-shaped Lysander of 
classic proportions which along with M for Michaelangelo and 
perhaps even Mesapotamiia is all you are getting this month. So 
get them enjoyed. Baaaa! 


Kicking off with the sequel to those crazy green-haired dudesters, the ‘Oh 
No’ pack wasn’t as well received as its predecessor. The chances are, you'll 
become bored quickly, so here are a few instant pick-me-ups: 


TAME 


IHRTDNCCAD 


LRTDLCADAO 
PTDLCILEAF 
TDLCAHTFAO 
DLCIHVTGAJ 
LCAMTTDHAF 
CIMVVLHIAG 
CAHRUDUAR 
IHRUDLCKAK 
LRUDLCALAH 
RUDLCILMAQ 
UDLCAHVNAJ 
DLCIHVUOAS 
LCALVUDPAP 
CILTUDLQAG 
CAHRTFLBBL 
IHRTFLCCBE 
LRTFLCADBR 
RTFLCILEBK 


WOON DU BWN — 


LEONARDO 


Level codes: 
10 EMMENTALER 


30 MATTERHORN 


CRAZY 
TFLCAHVFBD 
FLCIHTTGBK 
HBALTTFHBS 
BILTTFHIBL 
BAHPUFHJBN 
IHPUFHBKBG 
LPUFHBALBD 
PUFHBILMBM 
UFHBAHTNBF 
FHBIHTUOBO 
HBALTUFPBL 
BILTUFHQBE 
BAHPTDIBCE 
IHPTDIBCCN 
LPTDIBADCK 
PTDIBILECD 
TDIBAHTFCM 
DIBIHTTGCF 
IBALTTDHCS 
BILTTDIICL 


20 ALPHORN 
?? IVANHOE 


Type FREIBIERC for infinite lives. 
The screen will flash and it will tell 
you that you have discovered the 


secret. 


LETHAL WEAPON 
During play, hold down any of the 
following simultaneously: 
ALT, Y and | to turn off sprite colli- 


sion 


ALT, Y and K to increase ammo. 
ALT, Y and | to increase lives. 
ALT, Y and M to remove game 


sprites and platforms. 


ALT, Y and N to correct game sprites 


and platforms. 


ALT, Y and Q to get game comple- 


tion credits. 


ALT, Y and any number from 0 to 9 


to select the levels. 


If you jump onto the notice board 
next to the Mission 1 entrance and 
push up, you'll be able to collect 

4 extra lives. On mission 3, jump 
along the 4th platform, » 


WILD 
BAHPUDUCN 
IHPUDIBKCG 
LPUDIBALCD 
PUDIBILMCM 
UDIBAHTNCF 
DIBIHTUOCO 
IBALTUDPCL 
BILTUDIQCE 
BAHPTFIBDH 
IHPTFIBCDQ 
LPTFIBADDN 
PTFIBILEDG 
TFIBAHTFDP 
FIBIHTTGDI 
IBALTTFHDF 
BILTTFIIDO 
BAHPUFUDQ 
IHPUFIBKDJ 
LPUFIBALDG 
PUFIBILMDP 


LEMMINGS 


WICKED 
UFIBAHTNDI 
FIBIHTUODR 
IBALTUFPDO 
BILTUFIQDH 
FAHPTDHBEJ 
IHPTDHFCES 
LPTDHFADEP 
PTDHFILEEI! 
TDHFAHTFER 
DHFIHTTGEK 
HFALTTDHEH 
FILTTDHIEQ 
FAHPUDHJES 
IHPUDHFKEL 
LPUDHFALE]I 
PUDHFILMER 
UDHFAHTNEK 
DHFIHTUOED 
HFALTUDPEQ 
FILTUDHQEJ 


...now the original geezers: 


Two Player Codes: 

Level 2. WHLDUCMX 
Level 3 NHLDUADMU 
Level 4 HLDUINEMN 
Level 5 LDUAJLFMW 
Level6 DUULLGMP 
Level 7. UANLLDHMM 
Level 8 JINLLDIIMV 
Level9 JAJHMDUMX 
Level 10 UJHMDUKMQ 
Level 11 NHMDUALMN 
Level 12 HMDUINMMW 
Level 13 MDUAJLNMP 
Level 14 DUULMOMY 
Level 15 UJANLMDPMV 
Level 16 JINLMDIQMO 
Level 17 JAJHLFIBNR 
Level 18 WJHLFUCNK 
Level 19 NHLFUADNX 
Level 20 HLFUINENQ 


And the Xmas Lemmings: 


Level 2 KKHLUCCCS 
Level3 NJNUCCDCS 
Level 4 HLDNCKOECU 


LEMMINGS (continued) 
To stop those Lemmings from committing suicide, type FQUIGGLY on the title 
screen. Type in ‘IAMNOTGOOD'’ then press space if you can’t complete a level. 


FUN 


WHLDJIBCCW 
NHLDHBADCR 
HLDHBINECK 
LDHBAJLFCT 
DHBULLGCM 
HBANLLDHCGJ 
BIMLLDHICS 

9 BAJHMLHJCM 
10 JHMDHBKCN 
11 NHMDHBALCK 
12 HMDHBINMCT 
13 MDHBAJLNCM 
14 DHBULMOCV 
15 HBANLMDPCS 
16 BINLMDHQCL 
17 BAJHLFHBOO 
18 JHLFHBCDX 
19 NHLFHBADDU 
20 HLFHBINEDN 
21 HLFHBJLFDW 
22 FHBULLGDP 
23 HBANLLFHDM 
24 BINLLFHIDV 
25 BAJHMFHJDX 
26 JHMFHBKDQ 
27 NHMFHBALDN 
28 HMFHBINMDW 
29 MFHBAJLNDP 
30 FHBULMODY 


CONOU BRWN — 


TRICKY 
HBANLMFPDV 
BINLMFJQDQ 
BAJHLDIBEO 
JHLDIBCEX 
NHLDIBADEU 
HLDIBINEEN 
LDIBAJLFEW 
DIBULLGEP 
IBANLLDHEM 
BINLLDIIEV 
BAJHMDUEX 
WHMDIBKEQ 
NHMDIBALEN 
HMDIBINMEW 
MDIBAJLNEP 
DIBULMOEY 
IBANLMDPEV 
BINLMDIQEO 
BAJHLFIBFR 
WHLFIBCFK 
NHLFIBADFX 
HLFIBINEFQ 
LFIBAJLFFJ 
FIBULLGFS 
IBANLLFHFP 
BINLLFIIFY 
BAJHMFUKF 
WHMFIBKFT 
NHMFIBALFQ 
HMFIBINMFJ 


Second set of level codes: 


FUN LEVEL 
1 
2 WJLDNCCCN 
3 OHNLHCADCN 
4 HNLHCIOECW 
5 LDLCAJNFCK 
6 DLCUNLGCT 
7 HCANNNLHCW 
8 CINNLDLICJ 
9 CEKHMDUCO 
10 MKHMDLCKCX 
11 NHMLHCALCT 
12 HMDLCIOMCS 
13 MDLCAKLNCS 
14 LHCIKLOOCR 
15 HCEONOLPCU 
16 CMOLMDLQCV 
17 CAJHLFLBOT 
18 JHLNHBCOP 
19 OHLFHBADDV 
20 JLNACIOED) 
21 NNHCAKLFDS 
22 NHCMJLNGDO 
23 HCAOLLNHDW 
24 BINLLFHIDV 
25 BAJHMFHJDX 
26 WHMFLCKDV 
27 NHMFHBALON 
28 HMNHCINMDP 
29 MFHBAJLNDP 
30 FHBULMODY 


TRICKY 
HBANLMFPDV 


TAXING 
MFIBAJLNFS 
FIBULMOFL 
IBANLMFPFY 
BINLMFIQFR 
FAJHLDHBGT 
JHLDHFCGM 
NHLDHFADGJ 
HLDHFINEGS 
LDHFAJLFGL 
DHFULLGGU 
HFANLLDHGR 
FINLLDHIGK 
FAJHMDHJGM 
JHMDHFKGV 
NHMDHFALGS 
HMDHFINMGL 
MDHFAJLNGU 
DHFULMOGN 
HFANLMDPGK 
FINLMDHQGT 
FAJHLFHBHW 
JHLFHFCHP 
NHLFHFADHM 
HLFHFINEHV 
LFHFAJLFHO 
FHFULLGHX 
HFANLLFHHU 
FINLLFHIHN 
FAJHMFHJHP 
JHMFHFKHY 


TAXING 
MFIBAJLNFS 


BINCMFHQDO FIBULMOFL 


BAJHLDIBEO 
WHLDIBCEX 
NHLDIBADEU 
HLDIBINEEN 
LDIBAJLFEW 
DIBULLGEP 
IBANLLDHEM 
BINLLDIIEV 
BAJHMDUEX 
IHMDIBKEQ 
NHMDIBALEN 


IBANLMFPFY 
BINLMFIQFR 
FAJHLDHBGT 
JJIHLDHFCGM 
NHLDHFADG) 
HLDHFINEGS 
LDHFAJLFGL 
DHFULLGGV 
HFANLLDHGR 
FINLLDHIGK 
FAJHMDHJGM 


HMDIBINMEW UJHMDHFKGV 


MDIBAJLNEP 
DIBULMOEY 
IBANLMDPEV 
BINLMDIQEO 
BAJHLFIBFR 
JHLFIBCFK 
NHLFIBADFX 
HLFIBINEFQ | 
LFIBAJLFFJ 
FIBULLGFS 
IBANLLFHFP 
BINLLFIIFY 
BAJHMFUFK 
WHMFIBKFT 
NHMFIBALFQ 
HMFIBINMFJ 


NHMDHFALGS 
HMDHFINMGL 
MDHFAJLNGV 
DHFULMOGN 
HFANLMDPGK 
FINLMDHQGT 
FAJHLFHBHW 


JHLFHFCHP 


NHLFHFADHM 
HLFHFINEHV 
LFHFAJLFHO 
FHFULLGHX 
HFANLLFHHV 
FINLLFHIHN 
FAJHMFHJHP 
IJHMFHFKHY 


MAYHEM 
NHMFHFAKHV 
HMFHFINMHO 
MFHFAJLNHX 
FHFULMOHQ 
HFANLMFPHN 
FINLMFHQHW 
FAJHLDIBIW 
WJHCDIFCIP 
NHLDIFADIM 
HLDIFINEIV 
LDIFAULFIO 
DIFULLGIX 
IFANLLDHIV 
FINLLDIIIN 
FAJHMDUIP 
JHMDIFKIY 
NHMDIFALIV 
HMDIFINMIO 
MDIFAJLNIX 
DIFULMOIQ 
IFANLMDPIN 
FINLMDIQIW 
FAJHLFIBJJ 
WHLFIFCJS 
NHLFIFADJP 
HLFIFINEJSY 
LFIFAJLFJR 
FIFULLGJK 
IFANLLFHJX 
FINLLFIUQA 


MAYHEM 
NHMFHFALHV 
HMFHFINMHO 
MFHFAJLNHX 
FHFULMOHQ 
HFANLMFPHN 
FINLMFHQHW 
FAJHLDIBIW 
JHLDIFCIP 
NHLDIFADIM 
HLDIFINEIV 
LDIFAULFIO 
DIFULLGIX 
IFANLLDHIM 
FINLLDIIIN 
FAJHMDUIP 
HMDIFKIY 
NHMDIFALIV 
HMDIFINMIO 
MDIFAJLNIX 
DIFULMOIQ 
IFANLMDPIN 
FINLMDIQIW 
FAJHLFIBJJ 
WHLFIFCJS 
NHLFIFADJP 
HLFIFINEJY 
LFIFAULFJR 
FIFIILLGJK 
IFANLLFHJX 
FINLLFIUO 


» jump up and keep pushing up and 
you'll climb the wall. When you 
reach the top, walk to the left and 
keep going until you reach the edge 
of the screen. There you will find 10 
magnifying glasses, one gun, a 
round of bullets and an extra life. 


Level codes: 
1. KUIRFR : 3. RSRKBA 
2. BEIFCF : 4. LYLSUA 


LETHAL XCESS 

In the Options menu, enter the word 
“coke”. When the screen flashed blue 
you are in the cheat mode. Now 
press: 


F1- Triangle, : F6- Formation, 
F2- Drones, : F7- Seeker, 

F3- Alien wiper, F8- Hunter, 
F4- Blaster, : F9- Shield 

F5- Laser, : 


LIGHT CORRIDOR 

First a little hint: The green dia- 
monds are essential as these 
award you with an extra life. 
Some of the red diamonds will 
allow control over two bats but 
this is more of a hindrance as the 
two bats prove confusing.Avoid 
the blue squares as they will 
shrink the size of your bat. 

Level codes: rate 21 NE Py I? 
0000 = 2290213 
5400 = 23 8213 
0101 : §624 5014 
3901 : =25 1015 
2602 : 26 8215 
9902 : 27 5116 
4303 : 28 7017 
9003 : 29 5518 
6904 : 30 2819 
3305 : 31 2819 
9305 : 32 9919 
3406 : 33 7320 
0407 = =34 2521 
6407 : 35 0622 
2008 : 36 3722 
7408 37 lees 
4709 : 38 4523 
3810 39 4124 
0511 40 1825 
6811 50 9932 


1 
2 
3 
4 
5 
6 
7 
8 
9 


LINE OF FIRE 

Type in OPERATION FERRET on the 
control options screen. You should 
now be invincible and pressing keys 
0-9 will allow you to skip levels. You 
could also try pressing the HELP key 
once the game has loaded for a 
secret message and now type in 
WHAT A BUMMER for infinite credits 
and the level skip. 


LOCOMOTION 


Good grief, | remember this. Came : 
out originally on the Spectrum, and : 


hasn't improved much... 


Level Codes: 

GAME : B CODE : BOOT 
GAME : C CODE : CHOR 
GAME : D CODE : DORF 


: : : - yy 6 
: SJ q eer " 
ce - - + : " ; 
a . : ix ft : . 
f 4 ‘ bs! ; « , . 
A. ’ ‘ A ; 
© Dower MARA COCR EREY 


LOGICAL 

The password for the Editor is: 
THE FINAL CUT 

Level Codes: 

01 WELCOME 

O02 THE OTHER SIDE 

03 QUADRI QUADRA 

04 STONE ROAD 

05 NICE COLORS 

06 MORE COLORS 

07 REAL FUN 

08 PINK AND PINK 

09 GREEN PATH 

10 BAD DIRECTION 

11 DONT PANIC 

12 COLORMANIA 

13 REFRESHMENT 

14 FULL MOON 

15 RUNNING BALLS 

16 GREEN RIVER 

17 TWO ISLANDS 

18 MORE ISLANDS 

19 TIMES CHANGE 

20 OTHER THINGS 

21 BE HONEST 

22 BLUE N VIOLET 

23 THREE PATH 

24 DANGEROUS 

25 THE WANDERER 

26 SECRET CHAMBER 

27 FALCONS FLIGHT 

28 BLUE ANGEL 

29 FAR THUNDER 

30 A SIMPLE ONE 

31 BLUE VELVET 

32 PARADISE | 

33 CLASSIC ART 

34 VENI VIDI VICI 

35 WE LIKE IT 

36 FOREVER HERE 

37 WONDERLAND 

38 THE SNARE 

39 CURE IT 

40 SUN IS SHINING 

41 A RAINBOW 

42 ARROW ROAD 

43 TURNING WHEELS 

44 ACCELERATION 

45 THE PRESDENT 

46 HE IS MISSING 

48 WHO IS CALLING 


: E CODE: ENTE 
+F-CODE=EUSS 

: G CODE : GIFT 

: H CODE : HAND 
: | CODE : IGLU 

: J CODE : JAHR 

: K CODE : KUSS 
: L CODE : LAND 


ee 


LORD OF THE RINGS 
Explore the SHIRE (starting 
point) completely. There are 
items in this area that you will 


— 4 need later in the game. If the 


74 game tell you there is a chest 
4 inaroom, use the skill picklock 
4 to open it. PIPIN TOOK has this 
skill. 


: 49 ANCIENT ART 

: 50 SHE IS GONE 

: 51 LOGISTIC 

: 52 TURNING COLORS 
: 53 PARAMOUNT 

: 54 THE LADDER 

: 55 BACK N RED 

: 56 TREASURE ROOM 
: 57 DONT WANT THAT 
: 58 THE FREE FALL 

: 59 CORRADO BEACH 
: 60 MORE POPCORN 
= 61 WILD AT HEART 

? 62 THE DARK AGE 

: 63 DIMLIGHTS 

: 64 THE FIFTIES 

: 65 PICTURE OF HER 
: 66 GORDIAN KNOT 
? 67 HIGH SPEED 

: 68 ALEXANDRIA 

? 69 RUNNING TEAR 

: 70 HER RAINBOW 

: 71 WALK IN CREAM 
: 72 TOUCH HER 

: 73 SHADOWLAND 

? 74 JACK IN BAG 

: 75 VITAMIN C 

: 76 STUNT BALL 

: 77 MIRRORLAND 

: 78 ACE QUEST 

? 79 BOA BOA BOA 

: 80 DADADA 

? 81 HAUNTED HOUSE 
: 82 THE SECRETS 

? 83 SMILING JOKE 

? 84 CHILDREN GO 

? 85 ITIS ATLANTIS 

? 86 ON THE ROAD 

: 87 BLUE IS FIRST 

: 88 WOLFS MOON 

? 89 WILD CHINA 

: 90 ITS LOGICAL 

: 91 SHE COMPARES 
: 92 BIG MOUNTAINS 
: 93 TOMOTTOW 

? 94 TELEPORTER JAM 
: 95 LEVER SUNLIGHT 
: 96 NEW EXODUS 

: 97 THE PEACEPIPE 

: 98 FINAL SURPRISE 

: 99 WHITE MIAMI 


LITTLE PUFF 
Type in FAT DRAGON NINJA then 
Caps lock and L will skip levels. 


LOOPZ : 21 GZPN 
Level codes: : 26 PLGR 
1 EASY : 31 KRNC 
6 GRVY : 36 BGDK 
11 TRBY : 41 FRNK 
16 STNL : 46 ZSZS 


LOST PATROL 

Rest for 50 minutes and, for no loss 
of food, your strength is restored by 
a few points. This restores all of your 
remaining men to 99 percent.Keep- 
ing up your men’s strength and 
morale is vital. Giving your men 50 
minutes’ rest a night, or during the 
day when it’s too dark to carry on, 
will slam your energy and morale 
levels to max. Even if you don’t have 
much food, you don’t have to worry, 
as your men will not eat it. 

On reaching the first village (the 
first white cross on the map),search 
the area to find a hole in the ground 
where the villagers appear to be hid- 
ing. You then have two options: 
ENTER TUNNEL or USE GRENADES. 
Gomez is useful at this point, but if 
he is dead, go for the USE 
GRENADES option.Start off question- 
ing the villagers normally by asking 
them “Where VC?” Once you have 
an answer, start the hard question- 
ing, or a village boy will get hold of a 
gun and shoot one of your men... 


LOTUS ESPRIT TURBO 
CHALLENGE 

During a two player game type play- 
er one’s name as FIELDS OF FIRE and 
player two's as IN A BIG COUNTRY. 
This eliminates the need to qualify in 
the Top Ten and allows you to crawl 
around the track at a much safer 
speed.If this doesn’t work, try revers- 
ing the names of the two players. Try 
player's names as MONSTER and 
SEVENTEEN for an especially rocky 
ride in a vertically-scrolling shoot-em- 
up. Excellent! 


LOTUS TURBO 
CHALLENGE 2 
Typing the password TURPENTINE 
shuts the timer off at 10, and typ- 
ing DEESIDE allows you to qualify 
regardless of your effort.Type 
DUX as a password to play a 
small sub-game.lf you enter the 
words MONSTER and SEVENTEEN 
(in the respective name slots) 
you'll discover a... erm, rather 
familiar game. 

Level codes: 

Forest Course: None 

Night Course: Twilight 

Fog Course: Pea Soup 

Snow Course: The Skids 

Desert Course: Peaches 
Motorway Course: Liverpool 
Marsh Course: Bagley (BAGLEYE) 
Storm Course: E Bow (BOW) 


SdiL VISSVIT9D 


TIPS 


CLASSIC 


MAD BOMBER 2 

Press F5 on the title screen. You will 
hear the word “Holiday”, and the 
word “SKIP” will appear. Now when 
you start the game you will be on 
level 13. Repeat the procedure to 
deactivate the skip. 


MAGIC MARBLE 
Level codes: 

— ADVERTISER 

EVERYWHERE 

—— TOOTHPASTE 
— CONNECTION 
— CLEVERNESS 
~~ COPYWRITER 
— TELEVISION 

~ CIGARETTES 
— COMPLICATE 
10 — IMPOSSIBLE 
END INTERESTED 


1 
2 
2 
4 
) 
6 
7 
8 


Ke) 


MAGICLAND DIZZY 
Anywhere in the game, pause and 
type ‘DIAMONDS AND PEARLS’ 
Unpause and continue with infinite 
lives. 


MAJOR MOTION 

Using both the mouse and the joy- 
stick at the same time will give you 
more power for ramming other vehi- 
cles. 


MANIC MINER 
In-game pause by pressing space, 
and press the * on the keypad. 
Unpause by pressing space again, 
and you should have nine lives. 
Repeat this when necessary. 


LOTUS 3 
TIMED RACES: 


11: XDNUSEECE-85 
12: QDSCIVEBT-75 
13: SKGYXXXXK-57 
14: YKGJWVNAK-92 
15: WJMEGMEQH-60 


CHAMPIONSHIP RACES: 


11: WMQHYMTVI-85 


EASY : MEDIUM : HARD : 

1: PWRWVWHNM-30 1: ANNSMQLPN-60 1: YVVNVEQR-35 
2: XMQIYSKAS-80 2: VZVDOPHCY-50 2: KAZZNIKAI-45 
3: UVQSNPBCM-70 3: RTLMYJKHB-60 3: FG@QUGDAF-65 
4: CWVBQPCAV-50 4: ERRURV -67 4: MFFSRPYDU-60 
5: SFXUXXXXP-60 5: NSSSXXXXS-60 5: PLOTZQDPE-80 
6: HSYWYSKCG-50 6: WSVUQPCSJ-70 6: ZKZGKJKKK-50 
7: IVWWEMMKOZ-50 7: OUNDEFACG-99 7: TGGJGGTTT-63 
8: GXWDYPACV-68 8: AFZYBQCJT-70 

9: BZ ZF BAT-90 9: JBOUKJHKA-99 

0: LWNJWKACN-90 10: DASICOTET-80 


EASY : MEDIUM : HARD : 
1: CRRIPWBXX-28 1: RLQYDVAKA-48 1: PPRGGQFVL-52 
2: QPWMVQKCQ-34 2: HODMOQFAKA-51 2: JPIQKUHCE-65 
3: XGPGPZHHS-42 3: WXQBQMDXD-88 3: EIIBGGAFE-48 
4: FGWLSYCKM-51 4: UDONAJHAL-47 4: CIGIUQCLT-92 
5: PRRUMPUMV-68 5: NKWCXXXXK-33 5: KNHUPHHKE-64 
6: NANCXXXXZ-39 6: AONGLOKTC-63 6: VVOSHGSIS-86 
7: IPWONWOBP-65 7: ZXJGHBKHF-70 7: RGHSVBRET-89 
8: DPGTQKBHQ-42 8: YDOERACTJ-86 
9: IPMUOBHQ-62 9: GXQFSUMPP-45 

10: MUYURWFHA-86 10: TVQLSYUFU-89 


fjr res 


When you lose your last life, keep your finger on the fire button and the 
game will start again with your previous score. When you get to 100,000 
you become super powered. On the first level enter three secret rooms 
using the teleport helmet. In the third room you will find a golden chalice. 
Pick it up and you will start each level with full power-ups. 


MANIC MINER 2 

Pause the game with the space bar, 
press the asterisk key and then 
unpause,you now have nine extra 
lives. 


MARBLE MADNESS 

For something a bit different, when 
you have completed the first level, 
stay where you are for a bit, and 
watch what happens. 


MASTER NINJA 

On skill level screen, hit SHIFT H 
instead of choosing a level.You will 
get 100 of each weapon. 


MEAN STREETS 


The object of the game is to prevent Project Overlord 


MANCHESTER 
UNITED 

If you're losing a game while play- 
ing, simply press the appropriate 
key/button to start a two player 
game and the other team should 
freeze, enabling you to win with 
ease. 


- a Satellite which 


can control people — from going into operation.The men behind this are 
the chiefs of Gideon Enterprises and the Law and Order party. To stop the 
satellite you need to collect the eight passcards which were issues to the 
eight scientists involved with the project (one of them being Carl Linsky). 
Be quick though, Carl's wasn’t the first death and it’s certainly not going 
to be the last, so make sure you visit the potential victims before anything 
happens to them.Check out every possible location. If you miss an object 
you're in trouble. Quite simply, it may prevent you from getting any fur- 


ther in the game. 


SCIENTISTS NAV CODES 

Carl Linsky 4660/4663/4675 
Cal Davis 3720 

Sam Jones 0021 

John Klaus 7012 

Larry Hammond 4935 

Ron Morgan 1998/6470/1710 
Greg Call 4753/8911/1700 
Bosworth Clark 9932 


PASSCARD PASSWORDS: 
Bishop Blue 

Rook Black 

Knight Purple 

Pawn Green 

Checkmate Orange 

King Gray 

Queen Yellow 

Stalemate Red 


VISIT THESE FOR INFO: 
Sandra Larson 4599 
Sylvia Linsky 4421 

Steve Clements 4680 
Sonny Fletcher 5170 
Peter Dull 4674 

Bash Dagot 4657 

Ron Meat 4525 

Wanda Peck 4621 

J St Gideon 3891 

Frank Schimming 4650 
Robert Knott 0132 
Smiley Monroe 3615 
Aaron Sternwood 0439 
Delores Lightbody 4920 
Arnold Dweeb 4610 
Tom Griffith 4590 


: Della Lang 2111 

: Lola Lovetoy 4603/4605 
: Jim Slade 4927 

: Bazil Mallory 2713 


Getting out and meeting people 


is the only way to gain information 
: and to progress through the game. 
: And it’s usually a good idea to treat 
: them with respect. Don’t go in fists 
: flailing. Be reasonable 
: productive, and you won't get hurt. 
= When interrogating somebody try 
: to find connections between them 
: and other characters. A great many 
people in the game are linked and 
these links will need to be exploited 
: to help you get further in the mys- 
: tery. 


it's more 


: PASSCARDS LOCATIONS: 

Blue 4675 (Inside the Band Aid 
can) 

: Black 5194 (In a locker) 

: Orange 3270 (In a box in the cage) 
Grey 5037 (In the safe) 

: Red 6470 (In the Piranha’s pool) 

: Purple 8911 (in the shelf near the 
vine) 

: Green 7012 Vohn will give it to 

? you) 

: Yellow 0021 (Sam will give it to 

: you) 

: Interesting locations: 

: Bug Surf Hotel 5162 

Law and Order HQ 5037 

: University 4663 


MEGA BALL 
On any level hit RIGHT-AMIGA P for 
invincibility. 


MEGATRAVELLER 1 

A quick tip to gain cash. Find a High 
Tech world with a low law level and 
buy as many PGMP’s as possible, 
although this may only be one int- 
tially. Then go to a lower Tech, higher 
law level world and sell the mer- 
chandise. 

Ideal planets: LLUN/EFATE (when 
using the trader character on the 
disk you can purchase a PGMP for 
130500 credits) and STUR/EFATE 
(where not only is there a PGMPlying 
on the floor near the Gun shop, but 
they can be sold for 244500 credits). 
In no time at all and with a little cost 
(because you are staying within the 
system) you will gain riches untold! 


MENACE 

This one’s a_ bit tricky type 
‘XR31TURBONUTTERBA**ARD’ 
(replacing the asterisks with the cor- 
rect letters!) while the game is in 
progress. Try doing that without get- 
ting killed off! You should now have 
a large supply of shields, cannon 
and lasers. They will run out eventu- 
ally so you have to type it in 
again.Another cheat file lists the 
code with spaces between words! 
Type XR31 TURBO NUTTER BA**ARD 
and hit keys 1-6 to select a 
level. Then press RETURN for extra 
weapons. 


METAL MASTERS 
Press F4 key to turn off the 
enemy's automatic mode so that 
he can't move.You can now take a 
step forward and kick seven bells 
out of him without any damage. 
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MERCENARY — THE 
SECOND CITY 

Fly the dominion dart as usual, fly to 
above 350 metres, level off (your 
speed should be 1,781 kph) and fire 
a missile. Pick the missile up once 
you get close to it and then land. Go 
to 08,08, take the crashed intergalac- 
tic craft and go to 08,06, go under- 
ground exit your ship and walk 
through the triangular door 
bingo, you now have access to the 
authors cheat room where you'll get 
keys to every door, passes out of 
prison and the ability to carry oodles 
of goodies in your pockets! 


MICKEY MOUSE 2 
Level Codes: 

TIME 15. ZERO 
TEST 16. FIRE 
GAME 17. ROOT 
SHIP 18. READ 
RACE 19. TAPE 
. WORD 20. UNIT 
. SHOP 21. SONG 
SIZE 22. TYRE 
QUIZ 23. LOVE 
10. DOLL 24. NOTE 
11. DATE 25. JAZZ 
12. ZOOM 26. HELP 
13. DISK 27. KING 
14. GOLD 28. GIFT 
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MICKEY MOUSE 

While playing, type in 61315688. A 
flickering line should appear in the 
border, indicating that the cheat 
mode is in operation. The following 
keys will now activate these handy 
features: 

F2 —Opens the door to the next 


sub-game 

F3 — Starts a fight between you 
and a witch 

F4 —Refills your water pistol or 
obtains gun 

MIDWINTER 


Don’t bother with the tedious proce- 
dures of recruitment, just head 
straight for enemy HQ with some 
dynamite and introduce them to Mr. 
Big Explosion. Also if you start every 
game by clicking the mouse in exact- 
ly the same place on the START 
screen, every game will be set up 
identically. 

invulnerability: 

AGAINST MISSILES: Whether you are 
skiing or driving a snow-buggy, the 
moment you hear the missile being 
launched, stop immediately and 
begin to turn around. Keep turning 
on the spot. The missile will narrow- 


MEGA-LO-MANIA 

Level codes: 

2nd Epoch BNYABDUNBHV 
3rd Epoch COVCPMJVEBL 
4th Epoch WKCCHIEUKNL 
5th Epoch GATAVRXRONT 
6th Epoch WWKDXGPXDBZ 
7th Epoch KUUCTOPLGHV 
8th Epoch PEHAJBPKZAQ 
9th Epoch GYJDJHPNFHN 


Mother Battle © WLBVSNNIGD 


Cheat codes: 


Madcap Scarlet 

1. IVIAZXFIWMB 1. OVIAYASIWMO 100 men 
2. ELEALUFOPNP 2. KMEAKXROPNQ 200 men 
3. MOXALSLTFCZ 3. SPXAKVXTFCA 300 men 
4. IFTAJNFPOVN 4. DGTAIQRPDVO 400 men 
5. MCOALOIXVPR 5. SBDOAGLLIVPS 500 men 
6. NZHPVHLMLEN 6. SAIBUKXMLEO 600 men 
7. QWCPHELHGLP 7. WXCBGHXHGLQ 700 men 
8. MMYAFZEZXFD 8. SOYAECRZXFE 800 men 
9. |QUBTYQSPAD 9. ORUBOBESPAE 900 men 


ly miss you then come back and 
keep pace alongside you for a while 
until it finally speeds off to clobber 
someone else not so smart. 
AGAINST MORTARS: Watch for the 
bomber. It will always come over the 
horizon in front of you. If you are 
stopped, wait until it is approximate- 
ly half way to you (otherwise it may 
be able to dodge your missile) then 
blast it. If you are moving fast blast it 
the moment it appears over the hori- 
zon. If the bomber does manage to 
drop mortars turn 90 degrees quick- 
ly and speed off. 


ee te ee Pe 
MIDNIGHT 
RESISTANCE 
When the game is running in the 
demo mode, type in ITS EASY 
WHEN YOU KNOW HOW (don't for- 
get the spaces) and start the game 
as normal but with infinite lives. 


MIGHT & MAGIC Il 
To earn heaps of experience points, 
make a backup of your original play 
disk. Now boot, and insert the disk 
that contains your characters. Save 
them onto your second backup by 
going to the inn. Buy three. tickets 
(green, yellow, red or black) and try 
to win in all three arenas. Remember 
to save after each victory. 

Once you have a victory in each 
arena, go to the castle where the 
bishop is held captive. Before enter- 
ing flick the write protect tab to pro- 
tect your disk. Then enter and free 
the bishop with the correct key. He 
will give you experience points if you 
have won three fights of the same 
colour. Exit and go to town. Open 
write protect tab and save at the inn. 


You can repeat this several times. 
Once you have acquired mega-expe- 
rience, save your party using your 
original backup of the play disk. 


MIGHT & MAGIC Ill 


Teleport Codes: © REDHOT 
HOME AIR 
SEADOG WATER 
FREEMAN FIRE 
DOOMED EARTH 
MISTER & MISSIS 
Level Codes: 

0 Training Level LUDWIG 

1 Woodland WOODLAND 
2 Tower DSCH 

3 Factory BABAYAGA 
4 Desert GLOBULE 

5 Cavern QUIXOTE 

6 Sewer THE MOJO 
7 Dungeon CLANGERS 


MONTY PYTHON 

When you get onto the high score 
table, enter your name as ‘SEMPRI- 
NI’. When you start the game, the 
options menu will now have the 
option of making the hidden bonus- 
es invisible or visible. When you die, 
you will start the game on the last 
level you were on. 


MOVE EM 

Level Codes: 

1. IHKKSDCC 26. LKVXXSAE 
2. NHFSTJLL 27. QWUICBVE 
3. UGGFDSG 28. MNMNCBXW 
4. AKJSWEZE 29. ULNBUWEU 
5. ADDSFWWW 30. WNXYQZUE 
6. UTROKLKK 31. HUETTWEW 
7. LPAPWIEW 32. PPOEUUCH 
8. ZTTRDGFS 33. UWQZECB 
9. LKLSDGET 34. MBXCWICS 


-PLPLPWZZ —- 35. LASGFHEZ 

_ LKSFDREE 36. LKDIUIWE 
-DARSEZZE —- 37. LKAZUWUE 
-IUEGDGHS 38. SDNCEUZF 
-LHSVXVCD 39. LKIIFGDW 

_ LKJHJEZT 40. BCNVDFWE 
WIEUWDD ~— 41. CXEIUWXS 
-LLKASHBC ~—- 42. DHX VWW 
_ CCDFFEJF 43. IRWEHCBS 
19. JASDTES 44. MCSUZEOI 
20. LIEZGXCY 45. MCNWIVBD 
21. LNGGSIIW = 46. MCLSOEIW 
22. OKDPWEOO 47. LLDFIOED 
23. LASZEWQZ 48. PEIRNFDN 
24. MBCWZTED 49. PCEGXNBC 
25. LKASHHEE —50. GRISWOLD 


Se ee yr ee ee 
CNOURWN — © 


MOONSTONE 

Take a trip to Stonehenge, keep hold 
of any valuable ttems and position 
the pointer at either the word GOLD, 
STRENGTH, CONSTITUTION — or 
ENDURANCE and tap the fire button. 
The druids should continue the cere- 
mony and you will get an extra life 
without losing any items whatsoever. 
When you enter Stonehenge and 
you have to offer a magical item to 
Danu, click on the Strength (STR) 

for an extra life. Do this as often 

as you like. 
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GLOBDULE 
Psygnosis 

Ta to Martin Richards from Cheshire, 
who has this rather nifty little cheat 
for the interesting blob-thing game 
from our old (and might | venture, 
special) chums at Psygnosis. Once 
you've completed the easy first 
world, go back onto it and select the 
level ‘Which way first”. When you 
enter, move Globdule to the left, 
avoiding the spikes. When you start 
moving upwards, you'll see a left 
turn into a cave. Enter the cave and 
move to the left. AVOID PRESSING 
THE FIRE BUTTON. You'll enter a hid- 
den tunnel, and at the end will find 
a cave full of stars. Collect these as 
press escape lightly and quickly. 
You'll find yourself back on the first 
world map again, from where you 
can repeat the process again, with 
an extra life being awarded after 
every two visits. When you've got as 
many lives as you want, return to 
the first world map and press Escape 
lightly and quickly. If you've done 
this correctly, you should find your- 
self back at the world map with 
more lives. You can also do this each 
time you complete a world to pre- 
pare for the next. HURRAH! 


TIPPINGS 


COMPENDIUM AHOY! 
‘Snip Tips’ fans might be interest- 
ed to know that a compendium 
of Amiga cheats is now available 
from a young chap called Christ- 
ian Oliff for the grand sum of 
£2.50. The compendium contains 
cheats, codes, passwords, maps, 
sub-games, solutions, hints and 
tips. I've had a look at a sample 
and it has to be said that it’s very 
nice indeed. So, if you're interest- 
ed, send a cheque to the follow- 
ing address, made payable to the 
aforementioned Christian Oliff, 
33 Hillside Crescent, Weldon 
Corby, Northants NN17 3HF. 


SNIPPING THE 


a eS 


What can I say? You crazy bonkers readers you! Just about 
everyone sending in tips has embraced and, dare I say it, loved 
our Snipping The Tippings motif. Just for the record, it has to 
be spoken in a sort of Russian/Swedish accent, accompanied by 
lots of head movement. Thanks. I love you. 


RUFFIAN 

Grandslam 

I'd like to thank ... ME! Yes, me me 
me! I've been absolutely great, and 
as a result have tons of codes for the 
rather juicy little platformer reviewed 
last month. Take it away, José. 


MUSHROOM STUMBLED 
CORNWALL UNDERLAY 
AEROFOIL ASTATINE 
CHARCOAL DISKTEST 
INJECTOR HEADLAND 
LOOPHOLE PRUDENCE 
WEIGHTED SHOESHOP 
HATSTAND LOTHARIO 
ALMIGHTY 


And the cheat Woden 

MANYLIFE -— 20 lives 

TIMELESS — Infinite lives 
FIREMORE — Infinite pips 
SPACEBAR — Rapid fire (type this 
in and then press the real Spacebar 
during the game). 


ANTS 

Kellion 

Though Harry ‘thoroughly enjoyed’ 
himself while reviewing Ants, | can't 
help but notice that it’s crap. Of 
course, there are a lot of crap games 
out there, but that doesn't stop you 
buggers from buying them time 
after time does it, eh? So anyway, if 
you are stupid enough to swap 
money for poo, here are a random 
selection of codes that Hazza jotted 
down while trying to stay awake. 
TOCCATA, PLAIN, ULYSEES, IBSEN, 
SABRE, RASTA, TERRA, EMPIRE, 
WRAITH, YTANGA, PTAU, OEDIPUS, 
CHORD, REGULUS, PREACH, SUB- 
RUN, STEEL, INGOT, AARDVARK. 


CANNON FODDER 
Sensible Software 

Thanks very much to Steven Hyde of 
Bakerfield who sent in a ton of 
cheats, including the location of the 
power-ups in the original Can Fod. 
SUPERDUPARANKABOOSTAS 
Mission 8. Phase 3 (Deliverance): 


Under the palm tree at the end of 
the path at the top of the base. 
Mission 16. Phase 2 (Sewers Canal): 
To the extreme top left of the level. 
SUPERDUPABULLETPROOFAVEST 
Mission 12. Phase 4 (North face of 
the Eiger): Next to the fat snowman 
in the top right (you can’t see it.) 


_ SUPERDUPAMISSILEBOOSTA 


es 8. Phase 3 (Deliverance): 
Jnder ous in the but just below 


Si 30. Phase 1 (Tank Top): In a 


cut. next to the river. (Mind the 


spike!) 


CANNON FODDER 2 
Sensible Software 

And the sequel? Over to Steven... 
SUPERDUPATROOPABOOSTA 
Mission 12. Phase 4 (Wish the lads 
were here): Under the turret right 
next to you. 
SUPERDUPATROOPBOOSTA 
Mission 17. Phase 2 (Road From 
Hell): Under the third turret. 


THEATRE OF DEATH 
Psygnosis 

And here’s that naughty Steven Hyde 
again, with a handy cheat for Psyg- 
nosis’ would-be-Cannon Fodder. Just 
enter SHED SOFTWARE as the code 
for infinite ammo. 


UFO: ENEMY UNKNOWN 
MicroProse 

I've had tons of queries about this 
excellent strategy game from the 
Dutton-lands, so cop hold of this lit- 
tle beaut’, straight from the clever 
pens of Mr Andres Chu and Mr Rob- 
bie Condliffe. 

This cheat was found on an 
A1200, but does involve mucking 
about with files, so make a back-up 
copy. It also requires you to have an 
already saved ‘good’ game (i.e. with 
decent soldiers and technology). 

Save the good game into slot 


number one. Now start a new game 
and immediately save the game into 
slot number two. 

Now load up Workbench and find 
your saved games (Files; Game No.1 
and Game No.2) 

Open both drawers and show all of 
the files in Game No.1 and Game 
No.2. 

Delete the following files from 
GAME NO.2: Base.Dat, Soldier.Dat, 
Craft.Dat, Project.Dat, Purchase.Dat, 
Product.Dat, Geodata.Dat, 
Xcom.Dat, Zonal.Dat, Xbases.Dat, 
and Facil.Dat. 

Now replace these with the ones 
from Game No.1. Re-boot UFO once 
more, and load up the saved Game 
No.2. 

All this stuff is absolutely brilliant 
and deserves a fabulous software 
prize, so hold on to your various 
horses Mr Condliffe, and I'll see what 
| can’t find you! 


GULP 

ice 

My humble thanks go out to 
young Master Michael Webb 
from Chadwell Heath, who sent 
in a complete list of codes for the 
would-be-Lemmings pretender. | 
realise that this game was issued 
forth from the authors of Akira, 
but don’t let that put you off! 
LAB LEVEL : GNOMES 
PUPPET 


WILLOW 
BROOKS 
KARLOF 


SPACE 
LEVEL 
AMORPH 
GALAXY 
ALARMS 
PHOTON 
LASERS 


B-MOVIE 
JEKYLL 


SEA LEVEL 
SCALES 
SALMON 
PIRATE 
SEAGUL 
WWORLD 


ALIEN 
LEVEL 
RIPLEY 
HUGGER 
NATION 
T-2000 
ENDTHE 


TOY LEVEL 
PENCIL 
SKATES 
VISION 


BLASTAR 

Core Design 

A nice little cheat for this average 
shoot-’em-up from ex-Amiga games 
producers, Core (traitors!). Anyway, 
pause the game and type MALICE OF 
THE MYRKOIDS. Now press up on 
the cursor key to replenish your ener- 
gy. Also, numbers 1 to 9 on the top 
row and Q to Y skip levels. Del takes 
you to the shop, although you do 
still need to obtain cash normally. 


You're not going to 
believe this, but, from 
next month every Snip 


Tip we print will win it’s 
author a Hit Squad game! Free! 
Ocean are fab aren't they, readers. 


Dear Matt, 
I'm stuck on The Secret of Monkey 
Island. | can get the idol of Many 
Hands and | can pass the treasure 
hunting, but | can’t beat The Sword 
Master. Can you please give me a 
few tips? 
Oscar Boo, 
Tottenham. 


Nice name Osc, and yes, 
! have your bananas 
here in front of me. My 
solution just says... “Go 
to the house in the bottom corner of 
the map, and use your money to 
buy sword fighting lessons. Keep 
saying that you're good enough 
until he lets you in. When you come 
out, wait for passing pirates and 
have lots of sword fights until you 
have all the different insults and 
replies (this takes a while). Fight the 
Sword Master, and when you win 
she'll give you a T-shirt. Also buy a 
fake map from the man in the 
town.” There you go. Hope that 
helps. 


Dear Matt, 

Could you please help me with Soc- 
cer Kid? | can only get to the end of 
level two, but can’t beat the end of 
level boss. | would be very grateful if 
you could give me some level codes 
or cheats. 


Peter Geraghty, 
Warrington. 


pa oa I'm afraid there are no 
cheats for this game as 
such, but there are, 
however, some very 
handy special icons to be found in 


the trees during play. On any one of 
a number of levels, you can stand 
directly under the trees and kick the 
ball straight up into it. If there's a 
special icon to be found, you'll 
notice it flash slightly. You must 
then kick the ball up into the tree 
and hit the icon four times to receive 
an extra 4000 points. Now if you 
repeat this process four more times, 
you ll uncover the special icon, 
which could be anything from invin 
cibility to speed boots. Tres handy, 
non? Goooooaaaaaal! 


DON'T ASK ME! 


Look, | thought I'd made it quite 
clear that we're not at home to 
Mr Thicky. Just recently everyone 
seems to have decided that ring- 
ing me up and asking me lots of 
silly questions is a good thing to 
do, BUT DON’T!! Feel free to 
write in, but as far as telephone 
enquiries go, call the companies 
themselves. Here are some 


handy, hot, help-line numbers to 


get you going (not to mention 
get rid of you): 


0171 250 0215 


01454 329510 


FERRER REE E EERE REET EEE TREE EEE EEE SEES EE E® seeeeeee 


0181 964 8242 


Dear The One, 
| am completely stuck at the begin- 
ning of Universe. Having extended 
the bridge and used the mirror to 
destroy the guns, | keep getting 
killed when the robot attacks. What 
on Earth is the code for the door 
leading upstairs? 
Ryan Peile, 
Rottingdean. 


Ba mcs I’m not all that familiar 
with Universe to be real- 
ip | ly honest, so here’s what 

| think is a relevant pas- 
sage from our complete solution (still 
available from ‘Back Issues’, Novem- 
ber 1994.) This is where you've just 
returned to the Gavric home world 
for the second time... “Walk around 
the corner on the left until you hit a 
dead end where you'll find a heavily 
guarded door. Throw the mirror at 
the door to destroy the lasers, then 
the alien will tell you to go to Silphi 
it’s the one in the 
middle. Use the intercom and you'll 
be invited in. After your conversation 
with Silph’, the guard droids will 
arrive. Attack the keypad with the 


naa‘’s house 


metal bar to get access to upstairs.” 
Good luck chum. 


< pea: 
GAMES SURGE 


The Cyber-Surgery has been sadly quiet this month, but ye olde 
paper and pen department hath been a’scribbling an’ a’scribing 
away like nutters. Matt The Medic would like to thank each 
and every one of you. But he probably won't. At all. 


Dear Matt , 
Please could you help me? Monkey 
Island is my favourite game, but I’ve 
been stuck for months. Could you 
tell me how to get something for the 
thread — to make the voodoo doll 
of Le Chuck? 
Athena Jade Wragg, 
Age 8. 


Hello there little girl. 
Yes, | believe | can help 
you. The voodoo doll is 
made out of: the hanky, the skull, 
the underpants, the doll, and the 
beard (that you trap in the elevator 
doors). Pop them all into the Ju-Ju 
bag and give ‘em a stir. Have fun. 


alae, 


Dear Matt, 
Please could you help me with 
Beneath a Steel Sky? | just got the 
tuning fork with Anita's card. What 
do | do nest? | have also punctured a 
hole in the grill of the wine cellar. 
Please help! | am carrying the rope, 
Joey, a spanner, a pole-thing (from 
the beginning of the game) a light 
bulb and two ID cards. 
Nicholas Freer 
London. 


alle, Go to the LINC-space 
ap | interface via the Security 
Station's lift, use Anita’s 
card in the interface slot, and then 
sit in the chair. As for the tuning 
fork, well... er, having consulted the 
Big Boy's Book of Helpful Hints, |, er, 
can't actually find out what to do 
with it after collection — so it’s one 
for the showoffs I'm afraid. Oh, and 
go though the grill! 


THE SURGERY 
iS NOW CLOSED 


Ladies and Gentlemen, flesh-face 
has left the building! Never mind, 
keep sending your game queries 
to: Matt The Medic, Games 


Surgery, The One, 30-32 Farring- 
don Lane, London EC1R 3AU. Or 


you can e-mail us at: 
theone@cix.compulink.co.uk. As 
previously mentioned, DO NOT 
CALL ME. | don’t like you. At all. 


Cee 
SHOW-OFF SHELF 


MEDICATION 
REQUIRED 


@ I've received a letter from 
Adrian Bernascone beginning 
“Dear Vampyra”! | mean, do I 
look like ‘Vampyra’? Hmm? Do 
| look like the sort of tart who 
flashes her baps in CU Amiga? 
(Yes — Andy.). Anyway, can 
anyone help this prat? First up 
is Robinson’s Requiem, where 
he can't find the second 
Robbos body in ‘The desert of 
death’. In /Ishar 3 he’s complet- 
ed the portal in the garden but 
can’t get the lizard men to 
appear in the old town. Lastly, 
he can’t find the lockpick cas- 
ing and diagnostic unit to 
make an electronic lockpick in 
Bloodnet. We said that you 
buy it from Hardarm Tacktick, 
but (apparently) this is not so. 
@ Andrew Stern, age 11, is 
stuck on the pirate ship in 
Crystal Kingdom Dizzy. He has 
fixed the helm and put up the 
flag, but er, what next? 

@ P Miller is having trouble 
finding the fourth Darkmoon 
key in EOTB2. He’s stuck in the 
room where the writing on the 
wall says “Leave many things.” 
@ Chris Clay is also stuck in 
EOTB2. He's in a room with a 
hole in the middle. When he 
clicks on the hole it says the 
floor feels soft here, but how 
does he get out? Eh? 

@ More CK Dizzy queries, this 
time from lan Lawrence. The 
lad is well-stuck on part three 
(Desert Island) where he has 
the pin, pickaxe, oxygen tank, 
large box, fins, torch, and a 
full oil can. He has also res- 
cued Crazy Joe, and used the 
plaster on the dingy. He’s 
inflated it, but can’t get it in 
the water. Help? 


FREE PRESCRIPTIONS 
@® Young nurse, Luke Croll and 
Doctor Matthew Sharples have 
written in to answer Mark 
Waite’s query on Treasure 
Island Dizzy (April issue.) Luke 
reckons you need the bible to 
stop the pirate killing you 
when you when you steal the 
treasure, while Matthew thinks 
it stops you from being struck 
by lightening when you leave 
the grave. Take your pick! 
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Galactic: The Xmas 
Remix, a complete game from Stavros 
Fasoulas — plus a demo of Zool 2 and 
a complete A1200-only PD game! 
Universe, Cool Spot, Dennis & 
and Heimdall 2 Part 2! 
Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba ‘n’ Stix and loads 
more. Players’ guides to Body 
Blows Galactic, Combat Air Patrol, 
Jurassic Park and bundles more! 
Programmers of Liberation speak! Mas- 
sive preview of the games scheduled 
for release in ‘94. 


Gnasher 


Armour-Geddon Il, 
Gulp! Kung Fu Charlies! Super 
Stardust, Dragonstone, Embryo, Ruff 
n’ Tumble, Kick Off 3! EIf- 
mania, James Pond 3, Traps ‘n’ Trea- 
sures, Last Action Hero, Bump ‘n’ Burn 
and a cast of thousands. Well, three 
actually. Complete solutions to 
Darkmere and Beneath a Steel Sky and 
a few other unimportant stragglers. 
Some other interesting feature 
sensations, which weren't exactly 
about games. 


Sensible Soccer Inter- 
national, Out to Lunch! Empire Soccer, 
Quik! Kid Chaos, Top Gear 2, 
Wild Cup, Psycho Pinball and several 
more! Out to Lunch, Ban- 


THE ONE BACK ISSUES OFFER! 
Please send me the following back issue(s) of The One: 


ACK §55!' 


shee, Crash Dummies, Impossible Mis- 

sion 2025 is all | can remember! 
K240, Perihelion, MUPLC, 

Armour-Geddon II and ensemble. 

The History of the Amiga before it all 

went went horribly wrong. With some 

pictures. Of us. Again. 


Ruff ‘n’ Tumble, Putty 
Squad, Dragonstone! Cyber- 
war (doh!) King of Thieves (doh!) ATR, 
Football Glory, Litil Divil and a hatful of 
songs! Universe, Pinkie, 
Ishar 3, The Clue, On The Ball and sack- 
ful of dreams! Benefactor, Val- 
halla, Kings Quest 3, Out to Lunch, 
James Pond 3! Brains! Who is the 
Amiga’s cleverest programmer? And 
some other things to. 


| enclose a cheque/postal order made payable to Emap Images Ltd for f.... 


(Rates per magazine: UK — £4.95; Europe — £5.95; Overseas — £7.95). 


Please allow 28 days for orders to be fulfiled upon receipt of request. All orders are 
subject to availability — all titles shown are available at the time of the issue going to 
press, (except any marked as sold out — obviously!) 


Alien Breed 2: Tower 
Assault, Zonked! (or X-IT as it is now 
very cleverly called) Sensible World of 
Soccer! Jungle Strike, Mega 
Race, PGA European Tour, and doubt- 
less some further games in the making! 
Theme Park, Litil Divil, 
Gulp!, Starlord, Reunion etc. 

Kid Chaos, Heimdall 2, Ishar 3 etc. etc.! 
Peter Molyneux coughs up! And 
‘Everything you ever wanted to know 

about the Amiga, but already knew’. 


Aladdin! Embryo, and, 
er that’s more than enough for you 
buggers! Cannon Fodder 2, 
Powerdrive, Premier Manager 3 and a 
whole lot more! Aladdin, 
FIFA Soccer, Football Glory, Guardian, 
Zonked! Which never came out, until 
now. Under a different name. 
Universe, Benefactor, Litil Divil and the 
rest of the games! Dominik Dia- 
mond. Is Simon Byron’s best mate. 
Because he’s on telly. 


Rise of The Robots! And 
Mortal Kombat II. And really, we do 
rather spoil you! The Lion 
King! Mortal Kombat II, Sensible Golf et 
tout les autres. Cannon Fod- 
der 2, Premier Manager 3, Zeewolf, Jun- 
gle Strike, PGA European Tour! And so 


many more that my head's fallen off. 
Reunion, Robinson's Requiem 

and ladies accessories. A fand- 

abidozi MKII Poster! And that’s it! 


Jungle Strike! Battle 
Tanks! Holiday Lemmings! Skidmarks 
2! Base Jumpers! Yes that’s right the 
five of them. At the same time! 
The Chaos Engine 2! Pizza 
Tycoon! Shadow Fighter (special bluey 
edition)! Mortal Kombat Il, 
Dreamweb, Pinball Illusions, ROTR, 
Overlord, and far too many golden 
moments to mention here. 
Zeewolf, Crystal Dragon, UFO and 
more games than you can shake a stick 
at! Behind You! The best games 
of 1994 (allegedly)! 


Marvin's Marvellous 
Adventure! Shadow Fighter! and, 
rather predictably, that’s your lot! 
Chaos Engine 2 (again), Boo!, 
Master Axe and a complete hatful of 
songs! The Lion King, 
Bloodnet, Flink, Dragonstone, Shadow 
Fighter and more! Games. 
Mortal Kombat II, Lemmings 3, Sim 
City 2000, Tower Assault and other 
sundry old lags! The Eliza Files: 
The Fluff with the Guff corners some 
poor swine from the software industry 
and asks him about his mum. 


Valhalla: Before the 
War! FIFA International Soccer! and, 
rather lamely, that’s it. 
Worms! Chaos Engine 2 (is there no 
end to it?), Pussies Galore!, Elite Ill 
(Frontier 2)! Alien Breed 3D! 
ATR, Speedball CD32, King 
Pin, Skeleton Krew, Valhalla: Before the 
War and a tin of pineapple chunks! 
Lemmings 3! Cannon Fodder 
2! Shadow Fighter and Teacake for the 
Derby! The Eliza Files: More blag- 
gery from the slaggery Censor- 
ship. We fail to adopt a coherent posi- 
tion on this crucial subject! 
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1 Day Cricket. 
4th & Inches ...... Seocdeota : 
SE ae : 
A-Train + Construction Kit. 

A10 Tank Killer......cccecccccereee 

A320 Airbus (EUROPA).... 
ACID BLITZ COMPILER........ : 


Addams Family 8.99 
Adventures of Robin Hood 12.99 ---- 
SR MUUNONUD DLA cochssvesmencanscsnncboovents 12.99 ~---+ 
Akira... 18.99 19.99 
Afterburner 6.99 
ln asi cote chenadaeniemnnene, SED 19.99 ------ 
Alien Breed 30. ~----- 19.99 19.99 
Alien Olympics...... 19.99 ------ 19.99 
All Terrain Racer 17.99 19.99 19.99 
Allo! Allo!.. 16.99 S 
Altered Beast 


Amazon Queen 
Another World 


Apidya ............. 

Arabian Knights... 

Arcade POO .........c0000- - 8.99 12.99 

Archer Macleans Poo! . 10.99 - 

Armour Geddon. 16.99 

Award Winners 2. 19.99 

B 17 Flying Fortress 12.99 ------ ------ 

Baldie ET a 19.99 19.99 19.99 

EE 19.99 ------ 19.39 

Barbarian... 16.99 ---- 

Base Jumpers 17.99 19.99 

|S US a ons. 19.99 

Battle Isle ‘93 ----- 

Battlehawks 1942............... 

Beach Volley 

BEAU JOLLY COMPILATION ..0.00.0......22.99 n= => 

BENEATH A STEEL SKY.....0.....ccc0ccc0020.99 ----- 19.99 

Benefactor. a etl 17.99 

0 a ns am 

Birds of Prey...... 

Black Crypt .......... ; ——— 

TY EN eR 17.99 

Bloodnet A500+19.99 26.99 

SEREETE RDIRODED «cccnicecionsicvcsenbiianeniineniainerencabh 19.99 

Blitzkrieg... 6.99 ------ 

Blitzlight 29.99 

Blue Angels 8.99 

Bobs Bad Day................ 10.99 

Body Blows Galactic 19.99 

Bravo Romeo Delta 8.99 

Breach 3 22.99 

Brian The Lion 19.99 17.99 17.99 

Brutal 19.99 19.99 19.99 

Brutal Football ¥ 13.99 19.99 

Bubba n Stix & Premier 13.99 

Bubble Bobbie .. , 6.99 

Bubble & Squeak... 17.99 19.99 19.99 

Budokan ... oss Be 10.99 

Bump N Burn 17.99 - 19.99 

Bully’s Sporting Darts. 8.99 . 

Bureau 13 ~--- 19.99 19.99 

Burning Rubber 16.99 17.99 

BU ir ciiieincin tot odlisiticebeeniisbetesitheonhained 17.99 17. ” sooeee 

Campaign 2...... AoE 22.99 ----- ------ 

Cabal.... 6.99 

Cadaver/Pay Off 12.99 

Cannon Fodder 2....... 19.99 

CANNON FODDER...... - 12.99 ----- 19.99 

Cardiaxx 8.99 

Carrier Command. 499 ------ ------ 

Castie Master 6.99 

Caesar Deluxe. ; 12.99 ------ 

Champions of Sport.. i 13.99 

Championship Manager End Of Season 11 1.99 

Championship Manager Italia 95 16.99 ------ ------ 

Championship venaer Compendium.....17.99 

Chaos En = d 9.99 19.99 

Charlie J A 13.99 13.99 --- 

Chuck Rock 1 1 ‘a2 , on . 13.99 

Civilisation...... 24.99 ------ ----- 

Classic Board Games .. . 8.99 

CLASSIC COLLECTION - DELPHINE....19.99 ------ ------ 

CLASSIC COLL - LUCAS ARTS............ 19.99 ------ ------ 

CLUB FOOTBALL............. ; 19.9919.99 ------ 

Cohort 2.. ‘ eroaiio 19.99 - 

Colonels Bequest... 10.99 

Combat Classics 1. 19.99 

Combat Classics 2.... 19.99 

Combat Classics 3... 22.99 

Complete Chess 22.99 

Cosmic Spacehead.... 17.99 

Covergirl Poker..... 12.99 

Craft for AMOS. ...... 17.99 

Crash Dummies .........0c000 17.99 

Cruise For A Corpse 12.99 

Crystal Dragon............ 22.99 

Curse of Enchantia 12.99 

Cybercon 3 10.99 

Cyberspace... 22.99 +--+ 

Cyberwar 31.99 

| 12.99 — 

0 Generation ; 12.99 17.99 

D Thompson's Olympic Coaenge 6.99 - 

DARK SEED coves 12.99 ----=- 19.99 

DAWN PATROL. 22.9922.99 ------ 

Oe) 16.99 -- 19.99 

Deluxe Paint V. 59.99 --- 

Dennis & Gnasher .. 16.99 . 

Detroit * 22.99 a2. 99 

Demomaniac 17.99 ------ ------ 

Deep Core. ink 17.99 19.99 

Desert Strike....... ’ 12.99 . 

Dino Detective Agency - 12.99 . 

Disposable Hero 17.99 12.99 

Dizzy the Big 6......... 12.99 

Dogfight. 12.99 --- 

Dragon Ninja. 6.99 ---- 

Dragonstone ........... 19.99 19.99 22.99 

Dreamweb 22.99 22.99 

Ol ke | eee dice 

Dungeon Master 2 22.99 

PS A Ree . 12.99 

Elite 2 - Frontier ...... : 19.99 -- 19.99 

ELITE 3 - 1ST ENCOUNTERS............... -—==- 19.99 19.99 

eS ees ee : 17.99 ------ 17.99 

Emerald Mines......... 12.99 

Empire Soccer ‘94. 19.99 --- 

Epic 12.99 

European Champions. 10.99 ------ ------ 

tS fy eee 19.99 ------ 19.99 

Excellent Games Compilation 22.99 ------ ------ 

SND sitcceubqhnciekdeedione 19.99 19.99 19.99 

Te 17.99 

Extractors ....... wees 19.99 

Eye Of The Beholder lor2 12.99 ------ -—---- 
IMULA ONE GRAND PRIX ............. 12.99 ------ ---- 

F1 World a Edition 19.99 


F15 Strike Eagle 2.. 
F16 Combat Pilot 
F17 Challenge 
F19 Stealth ighter. eee 
F117A Stealthfighter...... 
F29 
Fantasy Manager. 
Fields Of Glory...... seeunnics ee 
to. ae SE 
Final Over........ 
Fire Force... 
First Samurai 
Flashback............ a 
Flight Sim 2 Japan Scenery .. 


Flight Sim 2 Hawaiian Scenery 13.99 - 
Flink .. idl: VERE eee 17.99 
Football Glory... ea eS: 7 99 17.99 ----- 
FOOTBALL GLORY INDOORS .. 17.9917.99 ----- 
Front Lines .. dionpennceen . ~~~ 22.99 

FOOTBALL MANAGER...0..-.ccccsss0e0o0000 19.99 ------ ------ 
Future Wars................... ceseeeereeeeeeeee VO,GQ ------  ------ 
Galactic Warrior Rats TT ee 
Global Effect 8.99 
Globdule.. OS sacral, * rods 
Goblins 3 eas 9 GE cnenad | conan 
G Gooch-Second INNINGS ....ce-ccce0e0e1 1.99 ----=  -—— 


G Gooch-Test Match Special 
G Gooch-World Class Cricket 
G Gooch - 94/95 Data Disk... eee . 


Please add per item €2 P&P for Europe and £3 
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G Gooch - Battle for the Ashes 
G Taylors Soccer Challenge 
Grand Prix Circuit 

Guardian.. 

GUINESS DISC OF RECORDS... 
Gunboat 

Gunship. 

GUNSHIP 2000.. 2 
Hanna Barbera Animation 
Hardball 

Hard Drivin Il 

Hard Nova 

Head over Heels 

Heart of China 

Heimdal! 

Heimdall 2 

High Steel 

HIGH SEAS TRADER ........ 
History Line 1914-18 


Hoyles Book of Games 1 or 2 or 3 
Hucklebury Hound 

Hudson Hawk 

Humans 1& 2 

Immortal..... 

Impossible Mission 2025 

indiana Jones - Atlantis Adventure 
Indiana Jones - Atlantis Action 
Indianapolis 500.. 

Intelligent Strategy Games 
International Gol 

International Open Golf Championship 
ishar 3 

It's International Cricket 

Wanhoe 

Jack Nicklaus Greatest 18 Holes 
James Pond 

James Pond 2 - Robocod 

Jaguar XJ220 

Jetstrike 

Jimmy White's Snooker....... docned 
John Barnes European Football 
John Madden Football 

Jungle Strike 

K240 - Utopia 2 

KGB 

KICK OFF 3 EUROPEAN CHALLENGE. 
Kid Chaos 

Kids Rule OK 

Kingpin 

Kings Quest 1 or 2 or 3 or 4or 5 
Kings Quest 6 
KNIGHTS OF THE SKY 
Last Ninja 2 

Leading Lap 

LEGENDS OF VALOUR 
Leisure Suit Larry 1 or 2 or 3 
Lemmings 1 
Lemmings Double Pack 
LEMMINGS 3 ..... 

Lethal Weapon.... 

Links - The <i chat Of Golf 
LION KING..... 
LITIL DIVIL.... 
Lombard RAC 
Loom 

Lords of the Realm 

LOST EDEN ............ 

Lost Vikings 

Lotus Turbo Trilogy 
LOVERS GUIDE 

Lure Of The Temptress 

M1 Tank Platoon 
Manhunter “New York” 
Manhunter “San Francisco” 
Maniac Mansions 

MAN UTD - THE DOUBLE .. 
Marvens Marvellous Adv 
Master Axe 

Match Day Manager 

Mean 18 

Megarace 

Megatraveller 

Messengers Of Doom 
MICROPROSE GOLF 

Micro Machines 

Midnight Resistance 
Midwinter 

Midwinter 2 

MIG 29 Fulcrum 

Mighty Max. 

Military Masterpieces 

Mini Office 

MONKEY ISLAND 1 OR 2.. 
Moonbase 

Monopoly 

Morph 

MORTAL KOMBAT 1 OR 2.. 
Mr. Blobby 

Mr. Nutz 

Mutant League Hockey 
Napoleonics 

Navy Moves 

New Zealand Story 

NHL Hockey 95 

Nick Faldo’s Golf 

Nigel! Mansells World seh ah neat 
Nightbreed 

Night Shift 

On The Ball-World Cup Edition 

ON THE BALL-LEAGUE EDITION ........ 
Operation Harrier 
Operation Stealth 
Oriental Games 
Outrun Europa 
Overdrive..... 
Pang 

Patrician 

Parasol Stars , . 
PEN PAL(WORDPROCESSOR). potsnauieh 
PGA European Tour 

PGA Tour Golf 

Pictionary .. 

PINBALL DREAMS & FANTASIES....... 
Pinball Fantasies se , 
PINBALL ILLUSIONS ...............0.cccsersee0 
Pinball Magic 

Pirates 

Pirates Gold 

Pinkie ... 

Pitfighter... 

Pixie & Dixie 

Pizza Tycoon 

Police Quest 1 or 2 or 3 

Populous & Promised Lands 
POPULOUS 2 
Postman Pat 
Postman Pat 3 
Powerdrive 
Powerhouse. 
Powermonger & Data Disk 
Predator... 

Premiere .......00++ 

Premier Manager 3 
Premier Manager Multi Edit System 
Prime Mover .. 

Prince Of Persia 

Project X. : 

Pro Tennis Tour 

Puggsy... 

Pushover ... 

Pussies Galore .. 

Putty 

Putty Squad..... 

Puzznic 

Qwak 

Quest For Glory lor2 

Railroad Tycoon... 
Rainbow Islands 
Rambo 3..... : 4 
RBI Baseball 2 ...cccccccceeeeeseen. 
Reach For The Skies 
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17.99 19.99 


16.99 


12.99 24.99 22.99 


29.99 
8.99 
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10 99 
22.99 24.99 22.99 


19.99 
19.99 
9.99 


18.99 
12.99 
19.99 


12.99 


12.99 


12.99 


19.99 19.99 

19.99 
8.99 . 
8.99 


10.99 
19.99 22.99 


17.99 7 99 
6.99 
8.99 
22.99 
12.99 
12.99 
12.99 --—-- 
6.99 . 
6.99 
19.99 19.99 
22.99 22.99 


12.99 


6.99 
17.99 17.99 


16.99 16.99 


19.99 19.99 


3.50 for the rest 
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Reunion .. Ree 12 12 OA 22.9922.99 ----- 
Rick Dangerous. 6.99 ----- ------ 
Rick Dangerous 2...... 8.99 ---- -—— 
RISE OF THE ROBOTG...............cccc0cc0e0es 25.99 27.99 22. 99 
Risky Woods .. , ws 


Road Rash. 10.99 ------ ------ 
Robocop 2 6.99 

Robocop 3.......... 10.99 - 
Robinson's Requiem (A500+) 22.9922 99 22 99 
Rome AD92. 12.99 ------ ------ 
Rugby League Boss....... 9.99 

RUGBY LEAGUE COACH carccoenctittea 19.99 ------ ------ 
Rugby League Track Suit Manager.....16.99 - 

Rules Of Engagement 2 22.99 - 

Ruff n Tumble 17.99 

Run the Gauntlet. 99 --—- --—— 
Sabre Team (Enhanced) -20 99 20 oie 
sci 6.99 ---- 

Sci Fi Collection 17.99 ------ 
Second Samurai ........... ..19.99 19.99 19 99 
GPUBTILEE GOLF occsccsosesnsssccecnne 19.99 ------ ------ 
SENSIBLE WORLD OF SOCCER........... 19.99 ------ - 
Sensible Soccer International 13.99 -- 
Settlers .. ; oe 19.99 

Shadow Warriors 6.99 
Shadowlands 8.99 ---- 
Shaq Fu 17.99 

Shuttle - Space Flight Simulator 12.99 —-- —— 
Sierra Soccer : 16.99 

Silent Service 2 12.99 . 

Y tf | Sane 26.99 ------ 
Sim Classics (Ant/Life/City) 22.99 

Sim Life 10.99 22.99 . 
Simon The Sorceror 22.99 26.99 26.99 
SIMON THE SORCEROR 2.................. 22.99 26.99 26.99 
Simpsons 8.99 -  eaeee 
Sink or Swim 8.99 8.99 : 
Skeleton Krew..... pabdeacestipticdidin 22.99 22.99 
Skidmarks....... ‘ 12.99 
SKIDMARKS UPGRADE ..................... 12.99 w----  ----=- 
Skitchin : epcepenciipbemeesees hl PEE EEO «Ue 
Sleepwalker 8.99 8.99 19.99 
Sly Spy 6.99 
Snapperazzi 13.99 : 
Soccer Kid ' 9.99 9.99 19.99 
Soccer Team Manager. 10.99 ---- ------ 
Software Manager 17.99 

Soup Trek (The Search For Stock) 19.99 

Sooty & Sweep. 6.99 

Space Academy 19.99 17.99 
Space Crusade 8.99 

Space Quest 1 or 2 or 3 or 4 12.99 
SPEEDBALL 2............000000+- 8.99 ------ 12.99 
Speris Legacy 19.99 19.99 
Spherical Worlds 17.99 17.99 
Stardust Special Edition... 9.99 

Star Crusader 19.99 19.99 19.99 
Starlord 24.99 --- 
Street Fighter 2 12.99 

Strike Fleet 10.99 

Striker 8.99 

Strip Pot 

Stun Runner 6.99 

Stunt Car Racer 6.99 

Suburban Commando 16.99 ------ ------ 
Subversion 8.99 
8 ee 24.99 22.99 
Super Cars 1 & 2 8.99 -- - 
Super Hang On 6.99 

Super Space Invaders . 8.99 - 
Super League Manager 19.99 19.99 19.99 
Super Loopz 17.99 19.99 
Super Methane Brothers 8.99 8.99 
Super Monaco Grand Prix 8.99 

Super Putty 12.99 
SUPER SKIDMARKS .. 19.99 ------ 19.99 
Super Stardust 19.99 19.99 
Super Streetfighter 2 20.99 20.99 20.99 
Superfrog 12.99 
Supremacy 10.99 

Tactical Manager - English or Scots ..19.99 

TACTICAL MANAGER 2 ..00..0.ccccceeeees 17.99 ------ ------ 
Team 17 Collection Volume 1 19.99 ------ 
Team Yankee 12.99 

Test Drive 2... 6.99 

Test Match Cricket 16.99 

Terminator 2 6.99 

Tetris 16.99 : 

TED Dinraiidesscscdeceesbinnttinindetedintintcticetsea eee 26.99 ----- 
Theatre of Death. 9.99 ------ ----- 
The Big 6 - Dizzy ---- - 12.99 
The Blue & The Grey... 22.99 --o- 
The Clue 19.99 19.99 19.99 
The Games 10.99 

The Greatest - Compilation 21.99 

The Publisher 22.99 

Their Finest Hour 12.99 

Their Finest Missions 9.99 

THEME PARK... , 22.99 22.99 22.99 
Thomas Tank Pinball. 69) OO | ences’ nennbn 
Tiny Troops 22.99 19.99 
Toki 8.99 . 
Top Gear 2 17.99 17.99 19.99 
Total Recall 6.99 

TOWER ASGAUAT ......0cccceccccscccecserseseees 13.99 13.99 19.99 
Tower of Souls 19.99 19.99 ----- 
Track Suit Manager 2 17.99 ---=- 
Traps & Treasures. 17.99 17.99 
Trivial Pursuit. 6.99 . 
Trivial Pursuit Deluxe. 19.99 
TURBO TRAX....... VG.GQ nnnne=  -==ne 
Turning Points .. 12.99 ------ ------ 
U.F.O 22.99 24.99 22.99 
ULTIMATE BODY BLOWS... ccc. = 19.99 
Ultimate Golf. 8.99 ------ ------ 
Ultimate Pinball Quest 19.99 

Ultimate Soccer Manager 19.99 19.99 
Uncovered 17.99 

Universe 22.99 ------ 22.99 
Untouchables 6.99 . 
Utopia......... y 8.99 

Valhalla - Before the War 22.99 

Vathalla - Lord Of Infinity... 19.99 

Voyages Of Discovery 13.99 - - 
Vital Light .... 19.99 ------ 19.99 
Walls Of Rome. 12.99 ------ ---- 
Wembley International Soccer 17.99 19.99 
Wembley Rugby League 17.99 17.99 ---- 
Wild Cup Soccer 17.99 17.99 19.99 
WING COMMANDER............. 12.99 ------ ------ 
Winter Gold 12.99 

Wiz N Liz 10.99 

Wizkid ..... 10.99 ------ ------ 
World Class Cricket 19.99 
World Class Leaderboard 10.99 --- 
World Cup Golf.. 29.99 
World Cup USA ‘94 17.99 . 
WORLD CUP YEAR "94 0 19.99 ------ ------ 


World of Football 
World of Golf 
Worlds at War 
Worlds of Legend. 
WORLD CUP GOLF 
Worms 

Wreckers 

WWF 1 or 2 

X-IT - Zonked.........00+ 
Z-Out. 

Zak McKraken 
ZEE WOLF 
Zool 1 or 2 


Alien Breed 2........ 
Arabian Knights... 
Body Blows. ............... 
Chaos Engine ..........c0+ 
eb eee eae 
Jack Nicklaus Unlimited Goif .......... mt 
J Nicklaus Designer Clip Art Vol 
MICROPROSE SE GOLF 

Nick Faldo’s Golf....... 


Sensible Soccer 92/93...... Ms 
Star Trek 25th Anniversary ................ 


— 


— 


of the world. Next day service 
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SYNDICATE... 


Vikings 
Walker... 


Zool.. Ry 7° Gee Rae 
Zool 2.. OED, (1 99 10 99 
10 out of 10 Dinosaurs (All Ages)... .18.99 ------ 


10 out of 10 Driving Test (Learners)....18.99 ------ 

10 out of 10 Early Essentials (3-7) .......18.99 —- 

10 out of 10 English (6-16) ...................18.99 - 

10 out of 10 Essential Maths (5- 12).....18.99 

10 out of 10 German (8-16). -.. 18.99 

10 out of 10 French (8-16) ‘i 18.99 --- 

10 out of 10 Junior Essentials (5-11)...18.99 - 

10 out of 10 Maths Algebra (6-16).. 18.99 

10 out of 10 Maths Numbers (6-16) ....18.99 

10 out of 10 Maths Statistics (6-16).....18.99 ------ ------ 
10 out of 10 Structured Spelling (-9)...18.99 

ADI GCSE Maths/English/French......... 22.99 o--- 


ADI Junior Counting (4-5) or (6-7)....... 13.99 


ADI Junior Reading (4-5) or (6-7) . 13.99 - 
Better Spelling (8-10)... 13.99 
Better Maths (12-16) 13.99 - 
Cave Maze (8-12) .. 10.99 
Count and Add (3-5 8.99 
Fraction Goblins (8-13)..... hae 10.99 

Fun School 2 (-6) or (6-8) or (8+) 6.99 ----- 
Fun School 4 (U 5),(5-7) or (7-11) 16.99 ----- ------ 
Fun School Maths (7-11) ad : 17.99 

Fun School Paint & Create (5+) .. 17.99 

Fun School Spelling Fair (7-13) .......... 17.99 - 
Groliers Interactive Berean . - 22.99 
Junior Typist (5-10) ke 10.99 

Kid Pix 10.99 
Magic Maths (4-5) 13.99 
Maths Dragons (6-13).. 10.99 
Maths Mania (8-12) 13.99 

Mix and Match (3-5) ............ . 8.99 
Noddy’s Playtime or Big Adventure (34). 16.99 ------ 
Picture Fractions (7-10) 10.99 
Reasoning With Trolls (5-12)......... 10.99 - 
Thomas the Tank Engine Collection ...12.99 
Thomas the Tank Engine Paint Pack...10.99 

Tidy The House (6-10) 10.99 


JUNIOR ADVENTURES 


Robin Hood (8+) : 13.99 
Scrooge - A Christmas Carol (8+) 13.99 
Spellbound (7-16)..... 8.99 
The Three Bears (5-10) ........ccrceereee 13.99 
Wind In The Willows (6+) 13.99 
Peeper el OE OG vaccccxcqnperncticncbcrscasdceneindatss 13.99 


JOYSTICKS & 


ACCESSORIES 


10 Capacity 3.5” Disk Box 1.99 
40 Capacity 3.5” Disk Box 4.99 
50 Capacity 3.5” Disk Box 5.99 
80 Capacity 3.5” Disk Box 6.99 
100 Capacity 3.5” Disk Box 7.99 
Analog Joystick Adaptor 4.99 
Cheetah 125+ 7.99 
Cheetah Bug 11.99 
Competition Pro Joypad for CD32 13.99 
Freewheel Steering Wheel - 24.99 
Gravis Gamepad avn 15.99 
Mouse 10.99 
Mousehouse 1.99 
Mousemat 1.99 
Joystick Extension Cable 6.99 
Joystick Y Splitter i a 4.99 
Logic 3 Delta Ray Autofire JY 156 10.99 
Logic 3 Quatro GT Autofire JT155 10.99 
Logic 3 Quatro JT154 8.99 
Quickjoy Hyperpad 8.99 
Quickjoy Jetfighter 11.99 
Quickjoy Pedals 13.99 
Quickjoy Topstar 17.99 
Quickjoy li Turbo 10.99 
Saitek Megagrip 2 Autofire MX220 10.99 
Screenbeat 3 Speakers SB203 12.99 
Screenbeat 4 Speakers SB204 . 11.99 
Screenbeat 5 Speakers SB205 ........ 11.99 
Screenbeat Pro 50 Speakers SB250...... 32.99 

1.99 


Screenbeat RCA Adapter Cable .............c..c0000 . 
Screenbeat Power Supply seed 

Suncom Slik Stick 
Suncom Tac 2 


de RT 1 RE eae se 
Wico QO Stick 
3.5" Blank Discs 

TOK PRECISION UNBRANDED 

Low High Low High Low High 
10 599 699 3.99 599 350 499 
20 11.50 1350 7.50 11.50 650 9.50 
50 27.50 32.50 17.50 27.50 16.25 22.50 
100 52.50 62.50 32.50 52.50 29.99 42.50 


RECYCLED DS/DD Low Density 


10 @ 2.99 20@5.50 50 @ 12.50 100 @ 22.50 
PD & Shareware 
BUSINESS 
B001 A-Gene (1 meg) 1.25 
B002 Business Card Maker 1.25 
B003 Database Master 1.25 
B004 Ami Cash 1.25 
B005 Amibase Prof iintatgecsen 1.25 
B006 600 Business Letters . 1.25 
B007 Text Engine 1.25 
BO08 PC Task 1.25 
B009 File-a-fax.. 1,25 
BO10 OED........ 1.25 
BO11 A-gragh 1.25 
BO12 Text Plus VERSION 4 1.25 
BO13 Analytic ALC ; = 2.50 
B014 Cheque Book Account................. 1.25 
B015 Stock Analyst i ) 
B016 Little Office..... 1.25 
B017 Budgets V1.36 ...... 1.25 
EDUCATIONAL 
E001 Education 1 1.25 
E002 The Bible (4 Disks) 4.99 
E003 World Databank 1.25 
£004 GCSE Maths 1.25 
E005 Astronomy 1.25 
E006 Total Concepts 1.25 
E007 Bank Talk 1.25 
E008 Dunks DTP 1.25 
E009 Colour The Alphabet .. 1.25 
E010 The Highway Code 1.25 
£011 Junior Maths ................. bplbnconsclne 1.25 
E012 Electronic Train Set (1 MEG) seabechasdttalaeaetaaia Toa 
E013 Learn & Play 1. 1.25 
E014 Learn & Play 2 1.25 
£015 Treasure Hunt 1.25 
E016 Wraithed One....... 1.25 
E017 Story Land 2 BNF Rae 1.25 
E018 Wotitsname ............cceccceeees 1.25 
E019 Speak & Spelll..................... 1.25 
CREATIVE 

C001 Slide Show Creator ; 1.25 
C002 Label Designer...................000 1.25 


C003 Super Fonts 
C004 Mobed . a 
C005 Deluxe Paint Tutor......... 
C006 Shadow Demo Maker 
C007 Clip Art......... 
C008 ABC Adventure Creator 
C009 Lilinois Labels 
C010 Audio Animation Studio .. 
C011 Word Power................ 

C012 Font Farm 


ailable UK only 


£4.00 per item. 


E&OE 
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COTS VIO WRI savceescoestses tncnotnocesccntnstnstannsnamimnbancens 1.25 
C014 Assassins... : 

C015 Print Studio ; 

C016 Garden Designer . 

C017 X Beat 


UTILITIES 

U003 The Workshop ....... wile 

U006 Address Book 

U008 Asteroid .. 

U010 Autograph 

U013 The Right Way.............. : 

U014 Panasonic Printer Driver..... 

U015 H.P. Printer Driver ................. 

U016 Seikosha Printer Driver.. 

U017 Cannon & Citizen Printer Driver 
U018 H.P. 550c Printer Driver ; 

U019 Imploder V4.00 

U020 Bad Format 

U021 Amiga Beginers Guilde 

Ur Fg gf ee ae ee 

U023 De-grader 500 600 1200 ...... 

U024 Extermin-8 Virus Killer ...... 

U025 Engineers Kit (1220 only) 

U027 Fake Memory for @ 1200................0+ 

U028 Action Replay For The 600 ............ 

U029 Amiga Tutorial 

U030 A.C.E.S Database 

U031 Abases v1.33 .. 

U035 Text Plus v4 00 

U037 Ultimate Cheats And Solutions .. 

U038 Number Pad For 600... 

U039 Calorie Base... : 

U040 J R Comm ........ 

U041 Race Raptor .... 

U042 Pools Pools V2 

U043 Training Log ..... 

U044 Mastie Niblick 

U045 D-Solve 

U046 Lockpic v2.0.. 

U047 Relo Kick v1 4. 

U048 Procad Electroid. ‘ : bs 

U049 Dividends WINMET .........ccccccecenereerennne 

U050 Odds On........ 

U051 Power Copier 

U052 Essential Virus Killer. 

U053 Soccer League.. : 

DEMOS & RAVE | 


0001 Night Breed 

D002 Iron Maiden Slideshow 
D003 Good Morning Vetnam 
0004 Creep show 

0005 Fracion horror show 
D006 Total Recall Slideshow 


D007 Evil Dead (1 meg). 
D008 Batman Cartoon 
D009 Robocop.. 


D010 Viz Slideshow 
0011 Not The 9 Oclock News 
D012 Raider Of The Lost Ark 
D013 Predator Demo 
D014 Safe Sex 

0015 Stealthy 2 (1 meg)... 
0016 Jimi Hendrix Slideshow 
D017 Kim Wilde Slideshow 
0018 Holsten Pils ..... 

0019 Popeye Meets The Beach Boys 
D020 Star Trek Animations 

D021 Moonwalker Demo 

D022 Mike Tyson (1 meg).. 

D024 Terminator 

D025 Aliens Demo 

D026 Life Of Brain 

D027 The Garfield Slid@SHOW cesecsssscccccssrssesseseeseeves 
0028 Teenage Turtles Slideshow ....... 

D029 WWF Slideshow . . 

DO30The Gathering GFX ... 
D041 Enterprise leaving Dock 
D042 Girls Of SPOFt ........cccceeeeeee 
D043 The Run (1 meg)... 
D044 Star Trek Animations .... 
D045 Jesus On E’s ...... ui 
D046 How To Skin A Cat" 

0047 Calendar Girls 
0048 Rave Vision 
D049 Techno Warrior .... 
0050 Jesus Loves Acid 
0051 House Samples .. 
0052 Rave Length 


M028 Pink Floyd The Wall ReEMiXx.........cccccceseee Te 
M029 No Limits.. : eile 

M030 Cybernex. 
M031 Motiv-8 
M032 Sound Track Slampler 
M033 Sound Effects ........ 


eocteenenbocsnsnions ‘a kak = 


G014 Zalycon ............. 
G015 Earth Invaders 
G016 Psycho Santa 
G017 Mayhem ......... 
G018 The Fun House 
G019 Amos Games 
G020 Games Galore 
G021 Quadrix (pal only) 

G022 Buzzard t 

G023 Break Out............ 

G024 DEmolition Mission | 

G025 Lady Bug (not 600 or 1200) . 
G026 Depth Charge .........000 
G027 Addams Famly 
G028 Tetren. 
G029 Dual o- 
G030 Spitfire Assault ..... 
G031 Tetris Pro 

G032 Relayer......... 

G033 Bomb Jacky 

G034 Top Secret 

G035 Flagcatcher 

G036 Wizwar 

G037 Battlements , 
G038 Calculus Combat 
G039 Blob 


CT ee eee 

G042 Smurf Hunt 

G043 Super League Manager 

G044 Quiz Master & Editor ........... see 

G045 Revenge Of The Mutant Camels . 

G046 Tank Attack . ' 

G047 White Knight . ate dee 

G048 Wibble World Giddy . 

G049 Pixie Kingdom... - 

G050 American Star Trek 

G051 Atiantis.... 

G052 Adventure Soultions 

G053 Legend Of Lothian 

G054 Iron Clads (not 1200)........ 

G055 Wizars Wars 

G056 Fortress (demo).. 

G057 Neighbours Adventure 

G058 Space Rescue 

G059 Dungeon Dvelerr.........ccccceseeererrnenes 
SPORT 


(not 1200)........ 


SP001 Top Of The League : 
SP002 Scottish Football Manager. . 
SP003 18th Hole ...... in a 
SP004 Mr.Men Olympics 
SP005 Slamball 
SP006 Strikeball - 
SP007 Amos Cricket .... 
SP008 Grand Prix Simulator ... 
SIMULATIONS 
SM001 5 Simulation Games (not 1200) ............ 
SM002 Return To Earth 
SM003 Napoleonic Warfare Sim V5 ...... ‘ 
SM004 Wheel of Fortune (not 1200) 
SM005 Card Sharp : etal 
SMO006 Sub Attack 2.0.0... 
SMO007 Roulette..........cccesevee 
SMO008 Act Of War ........cceceeseeee 
SMO009 Micro Market . seanncalinn 
SMO010 Strategic Games............cccese 


Win a stylish 
D.A.V.E. jacket, 
chock full of other 

_ goodies in its... er, 
pockets! And it’s all 
thanks to the nice 
elves at Graftgold 
and Renegade! 


he One is proud and all 
¢ _ puffed up to be able to 
give away two unique, 
stylish Virocop jackets to — yes! 
— two lucky readers! Hand-craft- 
ed in finest polyester and, per- 
chance, a smattering of cotton, 
these exquisite garments bear the 
startling legend ‘Virocop’, thus 
transforming an otherwise pretty 
standard item into an apocalyptic 
fashion statement that friends 
will covet and enemies will 
attempt to steal, the moment 
your back is turned. 

And, if you look carefully, you 
can just see a tiny little picture of 
D.A.V.E. himself, hand-stitched 
just above the breast area. Cute, 
eh — and yet indescribably hard 
at the same time! 

But how, you are most proba- 
bly by now wondering, can you 
lay your hands on one? Simply 
read the following questions, and 
pick out the least ludicrous 
answer from each. Write them 
down on the back of a postcard 
or stuck-down envelope, and 
send it to: Full Mental Jacket. The 
One, Priory Court, 30-32 Farring- _ 
don Lane, London EC1R 3AU. © 
Closing date for entries: 28th July 
1995. Begorrah. 
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ANSWER THESE: 
. P= 1. D. A. V. E. stands for? B. Verucca and cockerel. 

A. Danes Against Veal Export Cc. Virus and Cop 
®) B. Digital Armoured Virus Exterminator 3. The storyline in Virocop is based upon...? 
©) Cc. Dreadful Aston Villa Experience A. Destroying computer viruses 

2. Virocop is a clever amalgam of which two words? _—‘B. The Wind in the Willows 

A. Environment and Co-op Cc. The Barry Manilow ‘smash’, “I write the songs.” 


Note: Jacket may differ from that shown. Hopefully. 
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UNDERGROUND 


jFREE FREE FREE FREE 


ANY 3 FOR £20.00 J GAMES CHEATS 1.4 EMULATOR UBRARY DISK POST BPACK 
Adams Family Inter Open Golf (A1200) Vital Light i ON ALL ORDERS ON ALL ORDERS { 
Bubba’ n’ Stix James Pond 2 (A1200) Wiz Kid 
case Ahi Siplenk “eee ane eee t—Finronn cames "_ TETRIS-COLUMNS ——_—AMIGA LEISURE Tuan EwoLaTON A 

sit Man Unt League Champs 2 998 LEMMINGS T.R.W 294 KLACK-TRIS COLMS 21034 A12 SNOOKER FAX 91005 TUDE NOT 1.3 ! 
Battle Toads Out to Lunch Marvins Adventures (A 1200) 31017 GLASSBACK V2 Q 107 TWIN-TRIS TETRIS 21006 TEN PIN EDITOR Q 891 B.B.C MICRO 
Batibo for the Ashes tec yo Mig 29 S.Fulcrum 2.980 A12 KELLOGS LAND Q.390DIZZY DIAMONDS == Q1027 COP THELOTPRO ©=—-«.423. 2DISK SPECTRUM 
Bit Map Bros (Not A1200) Road Kill (A1200) Shinar wil 020 LEMMINGS ARCADE 293DR.MARIOCOLMS = 0444 GOLF DATABASE Q 889 PC EM 2 DISK 
Clockwiser A1200 Risky woods it) Sebit nell Cirainiy, chance J 3.878 Top HaT WILLY 2971 SPELL-TRIS 940 LOTTERY WINNER ——).327 ACTION REPLAY l 
Club Football Road Rash an rn 2 2 064 ICE RUNNER 9 617 NUMBER-TRIS 2 205 AMIGA PUNTER 5) 300 RELOKICK 1,3 
Cybercon 3 Rugby League Coach ae 2791 DOCTORS STRANGE 964 TEAM-TETRIS 2 228 PERM CHECKER 2 955 RELOKICK 1.44 I 
Disposable Hero Soccer Team Manager Wembley Int Soccer 3715 SUPER BLUE KID 2626 MEGA-BLOX TETRIS 9 2886 LEAGUE EDITOR 2 414 SKICK 1.3-3.0 { 
Dennis A1200/A500 Sleepwalker (A1200) Strip Pot (A1200) 0.017 CRAZY SUE V1 2 013 TET-TREN TETRIS A1200 MEGA DEMOS ~—..378 A600 NUMBER PAD 
D.Generation Space Crusade + Voyage Beyond Cover Girl Poker J] 2 188 CRAZY SUE v2 2 597 TETRIS PRO 21010 ROOTS 18 DISK COPIERS t 
European Champions F/Ball Tactical Manager Thomas Big Race 2711 WALLYWORLD 2 DISK 9611 HOT-BLOX TETRIS 21007 2DSK MOT ORIGIN Q 380 NIBBLER (NIB) 
Fun School ‘2’ 8+/6-8/Under 6 Traps & Treasures Wembley Rugby League J] 9.961 .uoGemeNT Day 4 657 ZYNX COLUMNS 2 828 DISK MAX O/D Q 727 MULTI TASK (MT) | 
Fury of the Furies Top Gear A1200/A500 Chaos Engine 9 earn pm PAC-MAN GAMES O 862 2 DISK SUB XTC Q 158 X.COPY PRO i 
Goblins 2 Trivial Pursuit Cisble Arcaie af til ep os 21397 DELP-MAN NOT A12 - ae Oe elie pipe 2.357 COPY AND CRACK 
Guardians (A1200) Yo Joe Impact alt Cok ati 2 re aan dog MAN D7e COMPLEX REALITY OSES LOCK PIPER V2 H 
Heroquest + Witchlord Zool 2 Whales Voyage (Not A1200) 5 805 TRANS-PLANT 5 402 LADYBUG PAG MAN 3 996 SOUL KITCHEN 2 DISK 2 416 prisencieniill j 
When Ordering Please Give One Alternative Also Which Amiga | a aes DO CRRA. PACMAN ONE vom beabewos. 2191 HD CLICK MENU i 
CD32 0 343 CYBERNETICS © 252 YUM YUM PAC MAN 91010 TAZ GAS NOT 1.3 wpe ache A 
Alfred Chicken Deepcore Lotus Trilogy Super Methane Bros i 972 GALAGA V2.4 BREAK-OUT & PONG Q 946 DESERTDREAM 2 DISK a 779 W/B 3 INSTALL { 
Flyharder Man UTD Summer Olympix Q 679 STAR-RIANS 9 003 MEGABALL V1 Q 480 TEKNO RAVE © 780 W/B 2 INSTALL 
Fireforce Mean Areans Seven Gates of Jambala | 0 548 CAFFEINE FREE 5 459 MEGABALL V2 Q 430 2 DISK DATA X 2 621 H/D STACKER 4 
Pury of the Furies Nigel Mansell Sleep Walker ARCADE GAMES 3 559 ME V3 NOAS 2 217 MEGA ALCATRAZ O 665 MR BACK UP PRO 
Guardians Overkill + Lunacy Top Banana 21002 DINO WARRIORS V2 709 W rs ater NOT 1.3 2.269 DIGI INNOVATION aos oiskwacicwe I 
pene. t 2 ophep Ace ben bes © @ 555 HUGO V2.5 DISK > OO7 BATTLE PONG | 2 MOZDISKOFINGERS — OS33H/DSUPERLOCK = 
ppg “aber alge bar olhaca. 2 875 MISSILES 2 DISK 421 REBOUNDER PONG 2262 2DISK PREDATORS 1.957 GAME INSTALL V2 
Chambers of Shaolin Lost Vikings Striker Zool 2 J 2.933 SEWER BLAST 9 733 SICK-BALL NOT 1.3 2.314 J-O-E 2 DISK 2 DRIVE PRINTING | 
0 976 BEAVIS & BUTTHEAD 0 267 REBELS MEGADEMO ~=—-.2.065 AMIGA FONT 7 DISK 
£8.99 Each or Any 3 for £20.00 2.429 ZOMBIES APOCAL =, BOULDERDASH GAMES 9 ag STATE/ART NOT 1.3 100 PRINTER DRIVERS ~— | 
Shadowfighter £10.00 Greens (Microprose Golf) Q 870 ROCKETZ A1200 2 254 EMERALD MINES 4215 BLUES HOUSE 2 DISK 9 048 PRINTING STUDIO | 
Manchester United The Double .. £19.50 Hero Quest + Retum of the Witchlord £8. I SE | Sims «= RRO, | (Ce ee 
Super Skidmarks £17.99 Space Crusade & Voyage Beyond . . £8.99 Se ROCEGANTA 0961 ROYAL MINES ep aa en yt deena herd a 
uper Skidmarks ‘ pace Crusade oyage Bey ae 3.8 3 912 RUDOLF-SANTA Se ike 5 507 § DISK WEIRD/SC! 2 Os? TEXT ENGINE V4 
THIS IS ONLY A SMALL SAMPLE OF OUR SOFTWARE A 91e GAME HOIAI200 | 7rece4BOULDERDASH  Q7@0ZDSKKINGTUT — a aRs LABEL DESIGNER 
Games subject to availability. 2.952 NANO-FLY 0.480 BLUE DIAMONDS =. 704 REVELATIONS DarabeD vec en Sul 
A vh 11 : “a 2 983 SAXXON NOT 1.3 : Rope pore baened 1 2061 PAT NAGEL'S GIRLS 749 FORM PRINTER 
phone call reserves your order P.D. VERSIONS SS 9765 INVISIBLE WORLD | 
; 2 560 WORLD DARTS . AMIGA BUSINESS 
Open 6 Days a week 2 024 ELF & PP HAMMER : Q9I8ERIC'SGIRLS2DISK 4 939 DATABASES 2 DISK 
9.00 - 5.30 \ 2 025 HUNTER PLUS 0.596 PIN BALL NOT 1.3 2.996 AVIATION HISTORY 5 099 ACCOUNT MASTER i 
Price inc. P/P (U.K) Nase. 2.477 CADAVA-VENUS FLY 222 FRUIT MACHINE ARTWORK PACKAGE 240 ADDRESS BOOK sf 
2 022 GODS-T/MACHINE 0 932 MEGA FRUITS @ 465 KIDS PAINT 
Europe + £2.00 Per Game - Rest of the World £3.00 7 026 ROBOCOP-T/RECALL 2.010 POKER ARCADE 9 664 FUSION PAINT 0 691 DAILY DIARY 
Shop prices may vary. 5 005 SMASH TV NO A12 Q 375 CARDS SOLITAIRE C81 ARTISTIX PACK 0 470 LITTLE OFFICE | 
Cheques or postal Orders Payable to Wizard Games. \ >) 522 OSCAR CD A1200 BOARD GAMES 3 063 ULTRAPAINT Q 244 SPREADSHEET | 
2 815 LEMMINGS PACK 1910 NEW MONOPOLY STAT 9 249 spEcTRACOLOUR «9. 58 UK S..0 CODES 
WIZARD GAMES, 1 NORTH MARINE RD, SCARBOROUGH, N.YORKS YO12 7EY J] 2023 Rick DANGEROUS © _2082 MONOPOLY USA 5 748 ILLUSION PAINT COLOUR CLIPART =f 
TEL & FAX : 0723 376586 / 503299 0472 TETRIS GAMEBOY = 631 SCRABBLE ARTWORK PROGRAMS 987 SIS PO 
3027 CHUCK ROCK.CE «OQ 206 RISK (GLOBE-WAR) giane JPEGGIF VEWTEK © 263370ISKCUPART =| 
\ COMBAT GAMES O 842 RAGS TO RICHES 2 071 GRAPHICS CON KIT 0 901 9 DISK WORLD MAP i 
941 FATAL BLOWS 2015 WAR ANIMATED 2.070 GRAPHIC UTILS MONO CLIP ART 
0 929 WRESTLING 2 DISK O 476 CHESS GAMES Q 133 FRAC LAND BUILD Q 172 15 DISK PORTFOLIO i 
Q 938 MARTIAL SPIRIT ADVENTURE GAMES ANIMATIONS Q 558 7 DISK CLIP ART 
2696 TOTHE DEATHA12 91038 SEED OF DARKNESS ==) 080 VIRTUAL WORLDS AMIGA MODEM i 
Q 290 FIGHT WARRIORS 01018 MORIA VERSION 3 2 084 PUGGS IN SPACE 074 HACKING MANUAL 
I 3.990 ABH A126 DISK 31019 ADVENTURE GAMES 9 233 COOL COUGAR 702 COMMS TUTORIAL sf 
j Q 492 KARATE WARRIORS = 116 STAR TREK 2 DISK 2 651 FAIRLIGHT 242 Q 413 N.COMMS V3 j 
i, CLASSIC GAMES Q 482 BLACK DAWN 2 302 ODYSSEY 5D NOT A12 9079 OPTICOMMS V2 
Z 2 225 BOMBJACK NOT A122. 877 BLACK DAWN V2 0 831 RED DWARF 0 690 TERM 2 DISK | 
ADVE RT IS W RO NG 2 011 ASTEROIDS 297 NEIGHBOURS 2 DISK 9 475 BAIT MASKING 3 801 DMS PRO 
iS 9 | Q 693 MISSILE COMMAND 2 962 FEARS A1200 DOOM = 463 MR POTATO HEAD PROGRAMMERS i 
Sy Q 778 OVERLANDER O 954 D.O.N A1200 3 DISK 0 474 MISS MAMISELLE A12 288 A-BASIC TUTOR 
Sf WHO PUTS IT RIGHT? |] 2 692 SPACE INVADERS 2 925 T-ZONER 2 DISK NOAS 865 TAROT MASTER 2 DISK 9 190 PCO PASCAL ! 
© J 308 DONKEY KONG NOT A12 STRATEGY GAMES 2.861 AMY ATTHE MOVIE —.49), 481 ABOUT AREXX 
I 0.841 cookie 2.967 COL-CON V2NOT 1.3  271NEWTEKV22DISK 9 383 £. MODUAL i 
We do. The Advertising Standards Authority ensures Ne ceeetiiel Cc) Gieraeutmnentie Shining MO 
advertisements meet with the strict Code of Advertising Practice. rb, Ahn es = bene Oe eae Aes 21306 UNDERSTAND AMOS f 
So if you question an advertiser, they have to J 2460 THE ROAD TO HELL SE ETc | a aVEPICnSTa Lge Scaaageyet 
answer to us. i e pea ae pa s 2953 CHANEQUE 2 DISK =) 148 S-MOOVIE cose MAK BLS KIT. i 
8. 
To find out more about the ASA, please write to © oes MOOSE DRIVE a anne vai? QZ20FUNK KEYBOARDS 2230 SUDESHOW MAKER 
Advertising Standards Authority, I stone 7 MUATORS | 1250 RUBIXCUDE-ULOUS 2431 RAVE KEYBOARDS. eaicaae | 
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5 Lockton Road, 
Whitby, North 
Yorkshire 
Y0O21 3NB. 


Online Pd, Dept THE ONE 6, 
1 The Cloisters, Halsall Lane, 
Formby, Liverpool L37 3PX 


I DISK COST £1.25 EACH, NO MINIMUM ORDER, ALL VIRUS FREE AND USER FRIENDLY. 


All games are on 1 disk and run on all Amiga’s unless otherwise stated 
PICK AN EXTRA DISK FOR FREE WITH EVERY EIGHT DISKS YOU PURCHASE 


i UNDERGROUND PD, 54 CARMANIA CLOSE, SHOEBURYNESS, ESSEX SS3 9YZ. TEL: 01702 295887 
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PD ZONE 


— «6 


» 
Nant vane 


pon loading Obstikle, the 


OBSTIKLE 
entire ground floor office 


U was suddenly plunged 


back into a kind of Yuletide lov- 
ing, sharing, giving mood, as the 
rather unexpected vibes of ‘God 
Rest Ye Merry Gentlemen’, ‘Jingle 
Bells’, ‘We Three Kings’, ‘O little 
Town Of Bethlehem’, ‘Hark The 
Herald Angels Sing’ and ‘We Wish 
You A Merry Christmas’ suddenly 
burst forth from my monitor's 
rather fuzzy speaker. 

Hmm, not exactly a seasonal 
offering, but still, only another 
eight months shopping, er... days 
left. Or something. So then, what 
of this Obstikle game? Well, other 
than an ‘amusingly misspelt title’ 
(which is always guaranteed to 
annoy old Hazza) Obstikle tells the 
story of how one family’s Christ- 
mas was ruined, simply because 
they were all so poor. In true ‘mir- 
acles at Christmas’ style, the tree 
fairy decides to help by bringing 
one of the decorative balls alive, 
calling him Bert, and sending him 
of to Pressie Land to bring back 
some goodies. Poor old Bert eh? 
There he was having a nice time 
just dangling, and all of a sudden 
he’s off to risk life and limb (not 
that he has any, but, well, you 
take my point). 

It's actually nothing more that 
a bouncing platform game, where 

you have to spring yourself on to 

a number of hovering boxes 

and collect the presents left 


thereon. Collect all of the toys 
on offer before the time runs 
out, and a little door opens, 
allowing you to move on to the 
next level. There are bad guys to 
get in your way, along with the 
age-old dissolving platforms etc. 
The only real thing stopping you 
(apart from the bad guys obvi- 
ously) is the realistic inertia, 
momentum, and gravity that 
nobble you as you bounce 
around the place. You often 
have to jump on the spot, gain- 
ing more height with each leap, 
until you can reach a particular 
platform. Of course, once you 
get there, it’s down to some fair- 
ly nifty counter-action to stop 
yourself from just falling or slid- 
ing off the other side! 

This isn’t too difficult for 
hardened platformers etc. but 
what with many _ platforms 
crumbling after only a few visits, 
you need to have pretty good 
accuracy throughout. 

That's really the essence of 
the game, and other that prais- 
ing the game for excellent pre- 
sentation and cute graphics, 
there’s not a lot to say. If you 
like a lot of chocolate on your 
biscuit, join our club. If, howev- 
er, you quite like simple plat- 
form romps, this is fairly charm- 
ing. But harmless. 


Hello again, and welcome to the same 
old tosh, month in, month out. Just for a 
change, Matt Broughton thought he'd 
take a look at the Public Domain 
software currently available. Oh, there's 
lovely. Pass me that flenching blade, 


would you? 


17 Bit Software. Disk 3643 


any of you may 
remember Doc- 
tor Strange as 


the rather splendid Panic 
Attack clone that appeared, 
oh, at least a good year 
ago. Well, the mad one has | 
returned, and this time he’s & 
abandoned his bucket and } 
spade in favour of our old | 
friend, Mr Gun. F | 

Yes, he is most definitely 
back, but this time he’s taking to 
the platforms in a different way, 
and rather than having to clear 
the game screen by screen, has 
now entered Scrolling Progres- 
sion Land, and is looking for trou- 
ble. Let me tell you. 

Each level is filled with the 
usual gaps to be leaped, spikes to 
be avoided, and slimly creatures 
to be shot, but as with the origi- 
nal Doctor Strange, the presenta- 
tion is a right old treat from the 
pleasant (yet irritating. — Haz) 
rendition of ‘Happy Talk’ in the 
intro, right through to every little 
pip and squeak. 

Your gun fires goop from a 
limited supply shown on-screen 
and, unless you hit one of the 
invulnerable enemies, stuns them 
long enough to be collected. This 
is worth doing as it will go 
towards your end of level bonus. 
There are also a number of bits 
and bobs to be collected that will 
either contribute to the afore- 


17 Bit Software, 
Disk 3646 


ello! What's this then? A 
cf bloody Tetris clone? Sure- 
ly not. But it’s true, I’ve 
succumbed to the obvious bit of 
PD. | very rarely include Space 
Invader/Tetris/Mario clones on 
these pages nowadays, but it has 
to be said that this is actually 
quite a loverly bit of software. 
Step Five is a pretty straight 
version of Tetris, but it looks very 
nice and has some rather pleas- 
ant tunes playing in the back- 
ground all the while. The tile 
shapes are slightly varied from 
the traditional Tetris jobbies, but 


mentioned bonus, or otherwise 
open up doorways and passages. 

Each level has an exit door 
somewhere, and it’s up to you to 
find the correct route to it, mak- 
ing sure you activate as many 
switches as possible along the 
way. Get this right, and by the 
time you get there the exit 
should be all wide open and 
ready for you, at which point 
you do a rather nice little shuffle, 
and disappear down the corri- 
dor. DS2 is fairly standard in 
originality and plot, but more 
than makes up for it with excel- 
lent graphics and a certain inde- 
scribable slickness overall. Along 
with games such as the original 
Doc Strange and Ork Attack, it's 
these sort of games that really 
show the amount of talented 
programmers out there in PD 
land. Keep it up chaps! 


all the normal rotations and con- 
trols apply. 

Where Step Five varies (enough 
to make it a touch more interest- 
ing, but not weakening the origi- 
nal appeal) is that it rewards you if 
you manage to clear a particularly 
deep stack, offering such sweet- 
meats as handy little individual 
first-aid boxes, and the option to 
select your next tile shape. 

On the other side of the coin 
(Which coin? You haven't men- 
tioned a coin at all. — Harry) the 
game can also be a bit git-like, 
occasionally freezing your tile and 
leaving you helpless while an enor- 
mous stick floats down the screen 


AQUAKON 
F1 Licenceware, Disk F1-081 
(3 disks. 2 Meg chip+ only) 


ou may have seen my 
review of a rather tasty 
Spectrum emulator last 


month, and might recall me say- 
ing that “...it wouldn't surprise 
me if more [games] will be made 
available as time goes by.” Well, 
| wasn’t wrong. Whoa no. Not by 
a long way. 

Enter stage right, Mr Paul 
Walker of Birchsoft PD, armed 
with 23 disks packed with in 
excess of 900 games. Yes! 900! 


RRRRGGGG!! 


A YN OUSRS 
DEAD!” That's 
what he said. That nice 
man on the telly. There 
was I, a-happily 
strolling through the 
murky waters, when all 
of a sudden an enor- 
mous one-eyed green 
bugger popped his head out of 
the water and took a huge chunk 
out of my leg. And so, there you 
have, in essence (for the second 
time this ‘PD Zone’, Herr Doktor 
Repetition. — Haz) what Aquakon 


is all about. Glurping through you then get to scan it for inter- 3D Labyrinth : Elite : Nightflight 
water, stopping monsters from esting toys, and then blow it up 3D Deathchase : Empire : Nodes Of Yesod 
eating your legs. Great. It all looks — thus completing that mission. 3D Starstrike : Everyone's A Wally : Paperboy 
quite promising to start with, and The following missions are much AD Astra : Exolon : Penetrator 
with three whole disks being used the same, but with different Adventure Quest : Fairlight : Popeye 
(yes, that’s ‘whole’ not just half- alien graphics and more probes Airwolf : Fat Worm : Pud Pud 
disks) your expectations are high- to be blown up and, er... Alchemist : Finders Keepers : Pyramid 
er than a Hendrix gig, near an acid probed. Phew crikey! There’s Android 2 : Football Manager —_—: Raid Over Moscow © 
factory. In a field of cannabis. progression for you. Ant Attack : Full Throttle : Rebel Star 2 
But alack and alas, it’s all a bit So there you have it. It almost Arkanoid : Gauntlet : Red Hawk 
poo. There doesn’t seem to be a__ looked as though it was going to Army Moves : Ghostbusters : River Raid 
point at which the entire plot is be very clever — a sort of out- Atic Atac : Green Beret : Rygar 
revealed to you, but, basically, sides Doom, if you will — but Backpacker's Guide: Gridrunner : Saboteur 
there are a load of old aliens was, in fact, a la Ants and Akira Barbarian : Hall Of The Things —: Sabre Wulf 
descending upon us, and it’s (which regular readers will Batman : Hammer Fist : Sieddab Attack 
down to you to pull on your rub- recognise as being The One's Beach Head : Harrier Attack : Skooldaze 
ber trousers and wade out to way of saying ARSE without Bionic Commando _ : Heavy On The : Spy Vs Spy 
where the alien probes have been using the word, er... ARSE.) Bomb Jack : Magic : Spy Hunter 
sighted. Along the way you'll have Brian Bloodaxe : Horace And The : Starbike 
to shot stupid green bogies with Bruce Lee : Spiders : Stop The Express 
your little pistol — but fear not, Bugaboo ? Hunchback : Tau Ceti 
Bugsy : Impossible Mission = The Hobbit 
Chequered Flag : Jack And The : The Way Of The 
Chuckie Egg : Beanstalk : Exploding Fist 
on its way to buggering your Commando : Jumping Jack : Thrust2 
careful plans completely. Cookie : Lone Wolf : Tir Na Nog 
There are also random Cybernoid : Lunar Jetman : Urban Upstart — 
‘treats’ such as reversed con- Cyber Run : Marsport : Valhalla 
trols to keep you on your Darkstar : Moon Alert : Zynaps 
toes, but as any Tetris fan || Dun Darach : Mr Wimpy : ZZoom 


will tell you, the game itself 
is enough of a challenge not 
to need tweaks and clever 
additions. 

Still, Step Five is a pleas- 


for after a few minutes treading 
on innocent sticklebacks, you 
can collect ray guns and shot- 
guns. Should you make it all the 
way to the probe (not that it’s 
difficult, just boring and arse) 


ant enough little outing, and ae sot hi 


if you haven't got a Tetris jobby 
on your Amiga, you could do a lot 
worse than send off a couple of 
quid to said PD publisher and wait 
for Mr Postie to deliver the goods. 
| thank you. 


Die spiegelei felt auf dem boden 
mit ein groBen Splat! 


The package includes the various 
versions of the ZXAM Emulator | 
told you about last month, and 
comes to your house for £27.00 
all inclusive. This may seem a 


SPECTRUMS AHOY! 


high price, but with 40 games" 
per disk, that gives you a cost of 
about 3p a game. Also, the first 
100 orders receive the first add-_ 
on disk with another 40 games | 


for free. 


Now I had hoped to bring you~ 
a full list of the games on offer, 
thus keeping you, the reader, 
totally informed (balls mate! You | 
just wanted to finish PD Zone 
quickly! — Andy ‘you don’t fool 
me’ Nuttall.) but instead I’ve 
gone through the enormous | 
print-out and picked out the par- : 
ticularly good ones, not to men-_ 
tion the ones that made me 90. 


all teary eyed! Here they come.. 


CASHOLA IF YOU PLEASE! © 


17 Bit Software, 1st F 


loor Offices, 2/9 


‘el 


Market Street, Wakefield, West Yorkshire wet : 


1DH Tel: 01924 366982 
Wellington Road, Exeter, 


01392 493580 © Paul Walker, Birchsoft PD, 18 


F1 Licenceware, 310 


Devon EX2 9DU Tel: — 


Sandicroft Close, Birchwood, Warrington, 
Cheshire WA3 7LA Tel: 01925 820237 
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ou know what | hate? | bloody hate the bloody people who Call 
their bloody fantasy teams by their own bloody names. The 
team is Mr. S. Pants, managed by — wait for it — Mr. S. Pants! 
So, Martin Cook, manager of Martin Cook, consider yourself lucky, ‘cos 
if | had my way I'd ban people with no imagination, like you, from tak- 
ing part, at all. ‘| Bet They Drink Carling Black Label’ is a better name, 
by a long chalk. | wonder which ‘clever trousers’ thought that one up? 


AJAX 2 LIVERPOOL 1 BLACKBURN 1 GALATASARAY 0 


aw 


Shearer nets the only goal during 
a tense encounter at Ewood Park 
with Galatasaray. 


Rush scores, but rather 
predictably , Liverpool go on to 
lose the game. 


JUVENTUS 0 RIVER PLATE 1 


nS 


Cantona rescues the reds from an 
embarrassing defeat at the hands 
of the plucky Italians. 


If you've scored a better own goal 
than this, then the Juventus man- 
agement want to talk to you. 


LIVERPOOL 3 RIVER PLATE 6 


Will he shoot? Eventually, yes. 
Silvani torments David James from 
close range. 

REAL MADRID 6 BLACKBURN 0 


Wig ai oY 


What a defensive header! Baggio 
can’t believe it! And the keeper 
was completely stranded! 


BLACK BURN 3 LIVERPOOL 1 


Wrong screen shot, right result. The champions elect outplayed by 
Liverpool have the worst defen- Zamorano & Co? Colin Hendry has 
sive record in the league! a nice lie-down. 


COMPETITION 


Posn. Team Name Manager Points 
1 ? INCORPORATED IAN SHAW 239 
2 JIGSAW RANGERS JIM MACKIE 206 
3 HERBIES EXPERIMENTALS HERBERT TSYZAK 195 
4 HOLOCAUST UNITED MARK SMITH 191 
5 WITTON ALBION STEVE WITTON 184 
6 SAD OLD GITS STUART WELLARD 183 
7 IF ONYL IT WAS WEST HAM CHRIS ELEY 182 
7 NBA HANGOVER KARL JENNINGS 182 
9 MARTIN COOK MARTIN COOK 181 
10 | BET THEY DRINK... JEFF BRAMWELL 178 
11 THE DEATH ROW POSSE JOHN PORTER 177 
11 GAETAN JAMES DROLET 177 
13 DYNAMO 37 DAVID CLAYTON 175 
14 DIVE BOMBERS II STEVE WELCH 173 
15 MATTHEW'S MEGA TEAM JUSTIN MATTHEWS 169 
15 TEAM OF DOOM GAVIN THOMAS 169 
17 MONITOR MEN ANDREW THOMSON 168 
18 VERUUCA KIARIAN COOHILL 166 
19 MAURITZALTS S. BURGESS 164 
20 STUDDIN LOBBINDIKES MARTIN COOHILL 162 


LIVERPOOL 3 NEWCASTLE 3 


Rush is on target yet again, but 
the prolific Welshman’s hat-trick 
only secured a point. 


BLACKBURN 2 RANGERS 3 


Le Saux can only watch as 
Hateley’s long-range shot makes 
Flowers look like a bit of a prat. 
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LIVERPOOL 0 SAMPDORIA 3 


More red faces in Scouse-land as 
Anfield’s defensive colander lets 
the goals flood through. 


Marchegiani makes 


made last month! 


an almost 
identical save to the one he 
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> SCOMPETITION. 


Barcelona (Spain) Galatasaray (Turkey) 


Carlos Busquets G 0501 0 20 Gintaras Stauce G 0901 O -50 


Sebastiano Rossi G 01010 -16 


Mamelodi Sun. (S. Africa) — 


Craig le Grange G 1301 0 -18 


Christian Fanucci Samuel Kambule D>. 338i 


Albert Ferrer D 0512 0 8 Norman Mapeza D 0912 0 -53 
Ronald Koeman D 0513 0 8 Mert Korkmaz D 0913 O -53 


D 0112 O -23 


Franco Baresi D 0113 2 -15 Johannes Modau D 1313 O -24 


Abelardo Fernandez D 0514 2 16 Yusuf Altintas D 0914 0 -53 Lucky Molefe 


Alessandro CostacurtaD 0114 0 -23 D 1314 0 


Paulo Maldini D 0115 3 -11 Guillermo Amor M 0525 5 20 Bulent Korkmaz D 0915 2 -45 


Ernest Chirwali M 1326 2 8 


ooo 


Rabbie Moripe M 1327 2 8 
Moses Morodi M 13286 .-3. ta 


Miguel Angel Nadal M 0526 3 12 Okan Buruk M 0926 1 4 


Josep Guardiola M 0527 3 12 Suat Kaya M 0927 3 12 
Jose Maria Bakero M 0528 9 36 Tugay Kerimoglu M 0928 0 O 


Roberto Donadoni M 0126 2 8 


Demetrio Albertini M 0127 3 12 


M 
G 
De 


arcel Desaill M 0128 5 20 


Zane Mosa M 1329 2 8 
1330 8 24 
Bennett Masinga A 1331 6 18 


Sergi Barjuan M 0529 4 16 Hakan Suker A 0939 2 6 


M_ 0129 6 24 


ianluigi Lentini 


jan Savicevic A 013013 39 Hristo Stoichkov A__0530 15 45 Kubilay Turkyilmaz A 0930 6 18 Lovemore Chafunya A 


Alessandro Melli 


A 013115 45 Romario A 0531 11 33 Saffet Sancakli A 0931 12 36 


Ajax (Holland) 


Edwin Van Der Sar 


Bayern Munich (Germany) 
Oliver Kahn G 0601 0 0 


Man. United (England) 
Peter Schmeichel G 1401 0 22 


G 0201 0 5 Angelo Peruzzi 1001 0 - 


Michael Reiziger D 0212 0 -4 Oliver Kreuzer D 0612 0 -4 1012 0 -39 Paul Parker D: 1412. O62 42 


Danny Blind D 0213 0 -4 Lothar Matthaus D 0612 0 -4 1013 0 -39 Steve Bruce D 1413 1 16 


Frank De Boer D 0214 0 -4 Thomas Helmer D 0614 1 O urgen Kohler D 1014 0 -39 ary Pallister D 1414 1 16 


— 


orginho M 0625 2 8 Moreno Torricelli D 1015 0O -39 Dennis Irwin D* 1415328 


Christian Nerlinger M 0626 4 16 


Markus Schupp M 0627 3 12 
Mehmet Scholl M 0628 3 12 


Finidi George M 0225 2 8 
Frank Rijkaard M 0226 3 12 


Edgar Davids M 0227 2 8 
M 0228 6 24 


Angelo Di Livio M 1026 0 O Andrei Kanchelskis M 1426 3 12 
Antonio Conte M 1027 0 O Paul Ince M 1427 0 0 


Paulo Sousa M 1028 2 8 


Jari Litmanen Roy Keane M 1428 8 32 


Christian Ziege M_ 0629 7 28 M_ 1029 0 0 M 1429 6 24 


Marc Overmars M 0229 8 32 


- 


Patrick Kluivert A 023014 42 ean-Pierre Papin A 0630 10 30 A 1030 11 33 A__1430 13 39 


Alain Sutter 


Ronald De Boer A 023117 51 A 063115 45 


Gianluca Vialli A__ 1031 16 48 A_ 1431 11 33 


=> = 


Arsenal (England) Blackburn Rovers (Eng) Lazio (Italy) 


David Seaman G 0301 O -6 Tim Flowers G 0701 O -34 Luca Marchegiani 1101 


Lee Dixon D» 0312" Fe Henning Bera 0712 Paolo Negro 1112 Toshiyuki Kosugi D 1512 1 -52 


Steve Bould D 0313 O -12 Tony Gale 0713 Roberto Cravero 1113 Garca D 1513 0 -56 


D 0314 1 -8 Colin Hend 


ig i D 0315 0-12 Graeme Le Saux 
M 0326 3 12 Stuart Riple 


0714 Jose Chamot 1114 Toshihisa Iljoma DD  -4814.: 3.4 


0715 Giuseppe Favalli 1115 


Hisataka Fujikawa D 1515 .1 32 


Jorginha M 1526 2 8 
Makoto Yonekura M 1527 0 0 


0726 Roberto Rambaudi 1126 


M 0327 0 0O David Batt 0727 Aron Winter 1127 


M 0328 8 32 Tim Sherwood 0728 Paul Gascoigne 1128 10 Elivelton M 1528 5 20 


M 0329 5 20 Jason Wilcox 0729 Roberto Di Matteo 1129 3 Tetsuya Nakanishi M 1529 3 12 


A 0330 12 36 Chris Sutton 


A 0331 15 45 Alan Shearer 


0730 1 Giuseppe Signori 1130 15 Gary Lineker A 1530 2 6 


> |> lz lz lz |z2 lo Jo Jo jo Ia 
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073113 Alen Boksic 1131 10 Shigeo Sawairi A__1531 12 36 


Atletico Mineiro (Brazil) 
Luis Henrikue G 0401 0 11 


FC Porto (Portugal) Liverpool (England) 


Vitor Baia G 0801 0 0 David James G 1201 0 --53 


Newcastle United (Eng) 


Pavel Srnicek G 1601 0 -2 


Joao Pinto D 0812 1 -5 D 1212 O -58 Marc Hottiger D 1612 O -11 


Andre D 0412 1 3 


Semedo D 0813 0 -9 D 1213 O -58 


Neto D 0413 0 1 Darren Peacock D 1613 O -11 


Aloisio D 0814 0 -9 D 1214 O -58 Philippe Albert D 1614 OQ -11 


Paulo Roberto D 0414 1 5 


Rui Jorge D 0875 4-:-3 D 1218. 6 oe John Beresford D 1615 1 -7 


Secretario M 0826 2 8 ti D 1216 O -58 


D 0415 1 5 


M 0426 5 20 Ruel Fox M 1626 3 12 


Vasili Kulkov M 0827 1 4 Steve McManaman M 1227 00 Barry Venison Mi 61627 +0633 42 


Robert Lee M 1628 4 16. 


Scott Sellars M 1629) 2: 8= 


Peter Beardsley A 1630 8 24 
Andy Cole A 1631 12 36 


M 0427 3 12 


Rui Barros M 0828 2 12] |Jan Molb M 1228 00 


M 0428 6 24 


Emerson M 0829 2 8 ohn Barnes M 1229 00 


Sergei Yuran A 0830 2 15 Robbie Fowler A 1230 5 24 
Ljubinko Drulovic A 0831 4 27 lan Rush A 4231. 19 37 


Tononho Perreira M 0429 5 20 


Renaldo A 0430 6 18 


Sergio Araujo A 0431 18 54 


COMPETITION 


THE RESULTS SO FAR... 


G Walter Zenga G 
. Ae a 1 REAL MADRID 1 | GALATASARAY 1 AJ 2 
ayoeerers 2 NEWCASTLE 3 } RIVER PLATE 2 akraaes 3 
. ; RANGERS 0 PARIS 1: LIVERPOOL 1 MUNICH 3 
° Riccardo Ferri 2 RIVER PLATE 0 AC MILAN 1: FC PORTO 1 BLACKBURN 1 
| Sea D Di itnued.” oD MUNICH 1 JUVENTUS 3 | TOTTENJAM 2 MAMELODI 1 
ATL. MINEIRO 5 LIVERPOOL 1} SAMPDORIA 0 ATLETICO MINERO 1 
Patrick Colleter D Sinisa Mihajlovic D 3 ARSENAL 6 BLACKBURN 1: ARSENAL 2 MANCHESTER 1 
FC PORTO 0 MANCHESTER 0: REALMADRID 0 NEWCASTLE 1 
Daniel Bravo M Attilio Lombardo M 6 MAMELODI 0 NEGUYA 1: PARIS 1 AC MILAN 3 
BARCELONA 2 TOTTENHAM 0: JUVENTUS 2 NEGUYA 2 
Paul le Guen M Viadimir Jugovic M 1 LAZIO 3 SAMPDORIA 1: BARCELONA 3 LAZIO 0 
AC MILAN 2 AJAX 5 : RANGERS 2 AJAX 1 
Vincent Guerin M David Platt M PARIS 3 GALATASARAY 2 : RIVER PLATE 0 GALATASARAY 0 
ee MANCHESTER 3 RANGERS 1: BLACKBURN 2 MUNICH 2 
David Ginola Mi Alberigo Evani a RIVER PLATE 0 ARSENAL 0: FC PORTO 1 LIVERPOOL 0 
: LAZIO 2 MUNICH 4 : ATLETICO MINERO 3 MAMELODI 0 
a -- pee ae . TOTTENHAM 3 LIVERPOOL 1: SAMPDORIA 3 TOTTENHAM 2 
EES ae A an ios ead A SAMPDORIA 3 BLACKBURN 0 } NEWCASTLE 0 MANCHESTER 2 
NEWCASTLE 1 FC PORTO 1: REALMADRID 1 ARSENAL 1 
BARCELONA 4 MAMELODI 2} NEGUYA 2 AC MILAN 4 
JUVENTUS 2 ATLETICO MINEIRO 3 : LAZIO 1 PARIS 1 
REAL MADRID 2 NEGUYA 1} BARCELONA 4 JUVENTUS 1 
AJAX 1 PARIS 0: AJAX 1 RIVER PLALE 1 
GALATASARAY 1 AC MILAN 3 } RANGERS 1 GALATASARAY 0 
RANGERS 1 ARSENAL 1} MUNICH 1 FC PORTO 0 
JUVENTUS 0 RIVER PLATE 1} BLACKBURN 3 LIVERPOOL 1 
Ane Goren G lan Walker G MUNICH 2 BARCELONA 0 } MAMELODI 1 SAMPDORIA 0 
LIVERPOOL 0 SAMPDORIA 3: ATL. MINERO 0 TOTTENHAM 0 
Dave McPherson D David Kerslake D BLACKBURN 0 NEWCASTLE 2 | MANCHESTER 1 REAL MADRID 1 
FC PORTO 0 MADRID 0 : NEWCASTLE 1 ARSENAL 1 
Alan McLaren D Kevin Scott D MAMELODI 1 LAZIO 1} AC MILAN 1 JUVENTUS 0 
NEGUYA 1 TOTTENHAM 0: PARIS 2 BARCELONA 1 
Basile Boli D Sol Campbell D ATL. MINEIRO 1 MANCHESTER 1: LAZIO 3 NEGUYA 1 
ope NEGUYA 0 AJAX 0 } MUNICH 1 AJAX 0 
David Robertson D Justin Edinburgh iD 2215 0-26) = GalaTASARAY 0 JUVENTUS 2} LIVERPOOL 1 GALATASARAY 1 
LAZIO 0 RANGERS 0 : BLACKBURN 2 RANGERS 3 
eR a rire EE eT nCOrtON ____ We A BARCELONA 3 RIVER PLATE 1} FC PORTO 1 RIVER PLATE 1 
Stuart McCall M i aS 28 MUNICH 4 ATLETICO MINEIRO 1: MANCHESTER 1 MAMELODI 1 
a Op ancHESTER 4 LIVERPOOL 0: ARSENAL 2 TOTTENAM 1 
Pieter Huistra M ee eee M BLACKBURN 0 MAMELODI 0 } NEWCASTLE 0 ATLETICO MINERO 2 
TOTTENHAM 1 FC PORTO 0: REALMADRID 0 SAMPDORIA 1 
Brian Laudru M lie Dumitrescu M SAMPDORIA 1 ARSENAL 1: AC MILAN 0 LAZIO 2 
NEWCASTLE 1 PARIS 0: JUVENTUS 1 PARIS 1 
McCoist A Jurgen Klinsmann___ A REAL MADRID 2 AC MILAN 3 } NEGUYA 2 BARCELONA 3 
AJAX 2 JUVENTUS 2: AJAX 2 LIVERPOOL 1 
Mark Hatele A Teddy Sheringham _A NEGUYA 1 GALATASARAY 0 : GALATASARAY 2 MUNICH 3 
RANGERS 3 BARCELONA 0 : RANGERS 2 FC PORTO 1 
RIVER PLATE 0 LAZIO 2: RIVER PLATE 1 BLACKBURN 0 
SAMPDORIA 0 MUNICH 0 } MAMELODI 2 ARSENAL 1 
ARSENAL 0 LIVERPOOL 1: TOTTENHAM 1 MANCHESTER 1 
REAL MADRID _‘ 6 BLACKBURN 0: ATL. MINERO 1 REALMADRID 1 
FC PORTO 2 ATLETICO MINEIRO 1 : SAMPDORIA 5 NEWCASTLE 0 
PARIS 1 MAMELODI 1} BARCELONA 3 AC MILAN 0 
TOTTENHAM 0 NEWCASTLE 1} NEGYUA 1 PARIS 3 
Francisco Buyo G Leonardo Aguirre G AC MILAN 1 MANCHESTER 2: LAZIO 5 JUVENTUS 0 
LAZIO 1 AJAX 1: AJAX 2 BLACKBURN 0 
uique D Ricardo Altamirano D BARCELONA 1 GALATASARAY 0 : GALATASARAY 2 FC PORTO 2 
RANGERS 1 NEGUYA 2 } MUNICH 2 RANGERS 3 
Rafael Alcorta D Guillermo Rivarola___D MANCHESTER 3 RIVER PLATE 1: LIVERPOOL 3 RIVER PLATE 6 
3 , AC MILAN 3 MUNICH 1} MAMELODI 1 NEWCASTLE 0 
Miguel Lasa D Roberto Clerico D LIVERPOOL 3 NEWCASTLE 3 } AC MILAN 4 TOTTENHAM 1 
; ATL. MINEIRO 2 BLACKBURN 0: PARIS 2 ATLETICO MINERO 2 
Miche! uM ei Oe ee 1 SAMPDORIA 2! NEGUYA 2 SAMPDORIA 3 
ae a A Resccte pe MAMELODI 3 JUVENTUS 1} JUVENTUS 3 MANCHESTER 3 
TOTTENHAM 1 REAL MADRID 1: ARSENAL 1 LAZIO 0 
EE ee mM OS M ARSENAL 4 PARIS 2: BARCELONA 2 REAL MADRID 0 
AJAX 3 BARCELONA 1: FC PORTO 0 AJAX 3 
Michael Laudru M Berti M GALATASARAY 0 LAZIO 1} BLACKBURN 1 GALATASARAY 0 
JUVENTUS 0 RANGERS 1: LIVERPOOL 0 RANGERS 5 
Rafael M Vazquez M Ramon Medina Bello A RIVER PLATE 2 NEGUYA 2 } MUNICH 3 RIVER PLATE 0 
PARIS 1 MUNICH 3} REALMADRID 3 MAMELODI 1 
Jose Emilio Amavisca A Alejandro Aranda__A LIVERPOOL 0 REAL MADRID 6 } TOTTENHAM 2 PARIS 2 
Cie. BLACKBURN 1 TOTTENHAM 2: AC MILAM 1 ATLETICO MINERO 1 
ivan Zamorano A os ae < MAMELODI 0 FC PORTO 0 : JUVENTUS 0 SAMPDORIA 5 
ATLETICO MINERO 2 ARSENAL 0 } MANCHESTER 3 NEGUYA 0 
SAMPDORIA 1 MANCHESTER 3} ARSENAL 0 BARCELONA 0 
NEWCASTLE 0 AC MILAN 0: LAZIO 1 NEWCASTLE 2 
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IT WASN’T YOU 


The Chaos Engine design-a-weapon competition delivered a large number of entries; 
some good, but most absolutely awful. Well done everyone! Last month we gave you 
the prize-winning weapons — but now we'll give you an insight into some — just a 
few — of the entries which made us laugh. And physically sick. 


Mme. THONGY || Tile DEA 


spin, and when it hits someone it cuts a hole right 
through them. Then the bomb explodes, leaving him thor- 

First, the end piece is a sphere in which the battery is 
stored. Then the pipes channel energy to the lines [this 


oughly DEAD!!! 

Nice description, mate. So let’s get this straight: as though hav- 

ing huge whirling blades slicing you in twain weren’t enough, 

your Mr Thingy (as we've called it, Alex not giving it a name) also word is unclear. It could be ‘lines’, or then again it might be 
‘firer’. | don’t know — Graphology Ed.]. These are not two as 
shown, but four. Lastly, you can see the end ‘lines’ where 

all the energy is channelled together. 


deposits a bomb amongst the ‘innards’. Don’t like leaving things 
Mad. Hat stand. This lady is clearly bonkers, as I’m sure not only 


to chance, do you! 

the illustration, but the explanation shows. Only a girl could come 
up with something as cruel-sounding as the ‘Death Coil’ anyway, 
I‘m sure — but what is it? What does it do? Where do you hold 
it? Does it kill the ‘perp’ as well? Death Coil, indeed... 


\ 
/ Hmm, gold bars you say, Chris? Well done, you’ve obviously 
\ a thought about this. Just a couple of tiny queries, though. Why are 
XN - the bars gold? Obviously gold can’t easily be dissolved, being 


chemically inert, but have you considered that the captive could 
simply bend the bars? Then, of course, there’s the entire principle 


of firing some 


This is found when a ring on a wall is pulled. It is mounted metal bars, in 

on the character’s shoulders, and does slow him down. It’s order that they 

either found in a room where both players are present, or it teleports arrange them- 
the player who doesn’t pick up the gun into the room. selves into a 
The gun will fire the usual bullets until the fire button is held — cage around 
as if using a special power, Then four gold rods are fired out, form- your enemy. 
ing a cage around the opponent. This holds him for the Well, it’s just 


whole time the other character is in the same room. silly, isn’t it. 


ST ea 
RIVET GU 


by B. Horrex of Stowmarket 


& The Steam Rivet Gun fires rivets, and is powered by steam 
(so that’s nice and clear, then. — Haz.) Water, coal and 
rivets are needed to keep it going, but may overheat QS 
killing anyone too close. 
Now listen, B., | know we 
said that these things 
need a Victorian feel, but 
there’s a limit. This gun, 
readers, is sub-titled “The 
back-boiler version”. Back- 
boiler? Quite literally, a 
boiler on your back, it 
seems. And it “may over- 
heat, killing anyone too 
close”, apparently. But 
what could be closer, pray, 
than strapping the bloody 
thing to your shoulders? 
Fatally flawed, but amus- 
ing nonetheless. 


STTOTGUI 
THINGY 


by David Lewis of Chesterfield 


&® 6 Liquid nitrogen is stored deep within the bombs. Once 
fired, the bomb follows the other player, and when it 
makes contact it explodes, entombing the player in a wall of ice. 
If you then walk up to him and press fire, your character will 
grasp his Shotgun Thingy by the barrel and swing the hilt against 
the frozen player — smashing him into a thousand pieces. 9 5 
Not such a bad idea, Dafydd, but like your name-sake’s 
efforts right, a bit too complicated to be technically feasi- 
ble. And anyway, how would you explain the opponent springing 
back to life after being smashed ‘into a thousand pieces’? 


GEA Gan 


by David Pugh of Chesterfield 


IT WASN’T YOU 


HEANEY 
C[-OUTBER 
CAS 


by Graham Tidley of Bourghbridge 
& & This is my totally deadly shoulder gun. @ 9 


Ah, glad you pointed that out, Gray, because if you hadn’t, we 
might not have known what it was. Perhaps it’s a dainty new Ver- 
sace number, or even a novelty Christmas cracker. But in no way, 
no way, could this ever be 

a weapon. | mean, could 

you imagine it? Side-step- 

ping your way around 

Chaos 2 like some ungodly 

crab, and then every time a 

baddy leaps out, wrench- 

ing your shoulders around 

to aim one of the guns! 

But by God, did it make us 

laugh. So well done. 


Pleiades Sune 
NO MORE 


by Dave Sealey of Cinderford 


& Do you like my design for a gun? It’s called a J64 (sorry 
about the crappy comic strip). 1: J64 Gun fired at target, 
covering target with static electricity. 2: Static rips out all of target's 
teeth. 3: Toe nail and finger nails ripped out. 4: All limbs are 9 & 
ripped off, and by now the target is very bloody dead. 
Crappy comic strip? Not at all, Davey-boy. Made us smirk, it did 
— especially part 4, labelled rather pleasantly as “a bloody mess.” 
But, you've fallen for the problem which has thwarted many a 
designer: over-complication. Imagine your design in the game — 
fingernails being ripped out? How would you tell? Your design's 
simply too detailed. But a damn good show, anyway. 


A nice try, David 3, and one which almost works. However, the 
technical aspect of ‘swinging an opponent around’ would take 
up too much memory, apparently, so it’s a bit of a no-go. A 
shame, because it’s a nice drawing. 


& This fits onto the shoulder, and when the trigger is pulled the ants ae %i . > — ee 
claw shoots out to grab other players or power-ups. You can then —\ MS a. i ese ot 
x “, 


swing the enemy into walls, knocking them out, or pick up power- @ % eat 


ups and baddies, and knock the opponent out with them. 
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Aladdin Cannon Fodder FIFA Int. Soccer James Pond 3 


Publisher: Virgin Publisher: Virgin Publisher: Electronic Arts Publisher: Millennium 

Issue Reviewed: November 1994 Issue Reviewed: December 1993 Issue Reviewed: October 1994 Issue Reviewed: June 1994 
Amazing graphics in this platform conver- War, according to those wacky Sensible FIFA’s here at last and it’s great! A bit The third Pond platformer is huge. And 
sion from the Disney movie. Shorter than boys, has never been so much fun, and slow maybe, and rather too much disku- fast. In operation StarfiSh Pond weighs 
some, but longer than your average we’re inclined to agree. It might look like —_—_ lar swap foolery, but nevertheless a solid in with a Connery of a performance to 
magic carpet ride, Aladdin takes the a simple run around and blast everything attempt at putting realism back into the set against his Dalton in Robocod. OK, 
Amiga by the scruff of the neck and bel- affair, but there’s a surprising amount of beautiful game. FIFA is a totally different so there’s less colour, but there is more 
lows ‘A Whole New World’ in its face. strategy involved. In it. way of stringing the old onion-bag. character and more gameplay. 


AB Tower Assault The Clue Flink jungle Strike 


Publisher: Team 17 Publisher: Black Legend Publisher: Psygnosis 


Publisher: Ocean 
Issue Reviewed: January 1995 Issue Reviewed: September 1994 Issue Reviewed: February 1995 
i . : Issue Reviewed: December 1994 
Team 17 is back on familiar territory with Become London’s next Mr Big without Crisis cocks its leg on Fairyland as Top 
" ! Helicopters galore, but not, it must be 
this, the sequel to the sequel that first ever leaving your room! Yes, The Clue is Crystals go awol from the four kingdoms. 
; owned-up to, all that much jungle, in this 
established the company as one of the proof that crime plays! From humble Luckily, that Flink is bounces across the 
: ; the successor to Desert Strike. This is 
Britain’s leading Amiga developers. It’s tea-leafery to bigger blagues wiv’ shoot- level playing fields and puts pay to the 
; Comanche territory, so it may come as a 
more of the same, but this time with ers ‘n’ slags, you’ve got to stay one step evil Wainright with some spell-binding equivilée 0 lonsn Ghek We can YOu 
some Towers in it. ahead of the ‘Filth’. CD32 graphics! At a magical £14.99! te 


it to you without reservation. (Doh!) 


Crystal Dragon WW Guardian _K240_ 


Publisher: Team 17 Publisher: Black Legend Publisher: Acid Software Publisher: Gremlin 

Issue Reviewed: March 1995 Issue Reviewed: December 1994 Issue Reviewed: November 1994 Issue Reviewed: May 1994 

All Terrain Racing is what you get in this Good Lord, it’s a tad expensive, but by What's this, an original CD32 game Populous with asteroids, that’s what this 
tyre-shredding bumpathon with excite- crikey ‘tis the best ever RPG in the that’s got oodles of playability? Yes, it’s is. Explore space to find some asteroids. 
ment-shaped knobs on. If you fancy sacred board game style, featuring drag- true!! Guardian is the game you’ve been Colonise ’em. Exploit 'em. Zap every 
sucking a Death Race 2000 meets ons, er some crystal, and the usual gang waiting for. You are in space and have to _— lien in a race for galactic domination. 
Spaghetti Junction-flavoured gob-stopper, of consonant-heavy characters stuck in a shoot up baddies. It’s like Defender in Build fleets, trade things, mine stuff. Oh, 
then ATR is one sweetie you'll savour. tricky situation with an evil wizard. 3D, apparently. how we loved it. 
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Dawn Patrol J Heimdall2 | Kid Chaos 


Publisher: Core Publisher: Empire Publisher: Team 17 Publisher: Ocean 

Issue Reviewed: July 1994 Issue Reviewed: April 1995 Issue Reviewed: December 1993 Issue Reviewed: August 1994 
Banshee is a roller-coaster ride to hell. In| Action packed, as flight sims go, the Heimdall 2 is great. It’s got action, Crazy story, crazy game. The kid from the 
a buzz-bird called Banshee. Test your third sortie for Rowan’s impressive 3D adventure and puzzle solving with a cretaceous age clubs through platforms 
trigger finger and powers of concentra- engine is the easiest to fly and the most smattering of humour in all the right like a T-Rex after a jet-propelled cow. It’s 
tion in this Tora! Tora!-tastic one or two- — arcadey since KOTS. New pilots should places. Blood, runes, orcs, magic, etc. parallax paradise, and the only game 
player flight of fantasy er... blowing start here, but only flight sim junkies will and added love interest in the shape of more satisfyingly violent than hitting a 
things to kingdom come. wish to own all Rowan’s games. the saucy Ursula. Phwaor! bank of stinging nettles with a big stick. 


Bubba‘n’ Stix Mo Ft ishar3 


Publisher: Core Publisher: Domark Publisher: Daze Publisher: Psygnosis 

Issue Reviewed: January 1994 Issue Reviewed: February 1994 Issue Reviewed: September 1994 Issue Reviewed: January 1995 
More platformular near-perfection from From the Frenchmen who brought you Ishar’s back and this time c’est trois! There’s an old Greenland saying that 
Core with this beautifully programmed Vroom! comes the official F1 licence. Wohratax the dragon is created Lord of goes. “Once, there was Lemmings, then 
game. A bit on the brief side, but as orig- Actually, c’est Vroom Deux, encore vite, Sith for being bad. More silly names and Lemmings 2 and now there is All New 
inal as a young white trash meets magic but avec le fab two-player mode. F1 fanciful plot twists from our Froggy Lemmings, and not, as we previously 
piece of wood, meets bad blobs in a buffs might think it un peu unrealistique, chums in this sequel to the sequel avec suspected, Lemmings 3. But, hey, what’s 
tricky-situation-type of scenario can be. mais for the arcade lover, c’est tres bon! les knobs enorme, er... sur. in a name.” Bonkers eh? 


“Oh! June, like the mountains are blue, like the pines, | am lonesome 


for you, 00, 000, ooo”. 


Wise words, indeed, and words, moreover, 


which, in this context, only make sense if you are clever enough to 
spot that the June’ referred to is not, in fact a girl, but a month. 


Liberation: Cap. 2M Pinball Illusions The Settlers Jf = SwWOS | 


Publisher: Mindscape 

Issue Reviewed: December 1993 
An atmospheric RPG with a sexy intro! 
Really shows off the capabilities of 
Commodore's CD32 to the full and nearly 
as nice on the A1200. Basically you have 
to find out what’s going on in this big 
city where the robots have gone mad. 


Publisher: 
Issue Reviewed: 


21st Century 
January 1995 


Fast and furious flipper-driven action for 
lovers of all things tilt-ilating and tabular. 
What else can you say? | don’t want to 
mention the ‘Babewatch’ table again. 
This is a family magazine. Read any 
decent books lately anyone...? 


Publisher: Blue Byte 

Issue Reviewed: December 1993 
Your typical god game, but this time with 
a medieval setting for your diminutive 
charges as they build things, do things 
and keep rivals at bay. Try leaving them 
at it all night and see what the little 
blighters have achieved by the morning. 


Publisher: Renegade 

Issue Reviewed: January 1995 

It’s Sensi, Brian, but now it’s a game of 
two halves! Tactics, transfers and injuries 
plus That Zambian League in full . Then, 
look out! Computer teams heading the 
ball and keepers with less butter on their 
gloves. The same, only different-er. 


Mortal Kombat II Shadow Fighter Theme Park 


Publisher: Acclaim 

Issue Reviewed: January 1995 
More MK, but with a classier look to go 
with the Roman numerals. Weird end-of- 
bout happenings to out-fox Mr. Snippy 
the Censor, but basically, hot as a pie 
baked in Hell’s Kitchen and about twice 
as hard! 


MicroProse 
May 1995 


Publisher: 
Issue Reviewed: 


Absolutely topping entertainment in a 
well-rounded business sim with a slightly 
tart Mafia-dressing for your Amiga salad. 
There’s more to this game than making 
pizzas, as the employment of the noun 
‘Tycoon’ in the title helpfully suggests. 


Publisher: Gremlin 

Issue Reviewed: February 1995 
Umbered BEU-tification from Spaghetti 
Land, where running away from the fray 
is considered ‘normale’. There are no 
white flags on this baby, though, as she 
crouches Streetfighter-ishly in the gloom 
and snarls: ‘La donna é moblie’. Not half! 


Publisher: 

Issue Reviewed: Seas 1994 
Alton Towers, Alton Showers more like! 
Euro Disney, c’est Eurodismal! How do | 
know? Because I’ve licked Theme Park 
right down to the stick and tasted Sim 
heaven. What’s more, | have sniffed the 
bottom line and it smelis lovely. 


On the Baill 


Publisher: Daze 

Issue Reviewed: September 1994 
The only thing OTB lacks is Brian Moore. 
Fresh as a daisy and as deep as a devil’s 
bit scabious, here’s a footy management 
sim to wander through wearing a big 
Shirt, to linger in and make a fragrant 
posy for your sweetheart with. 


Putty Squad ty 


Publisher: 
Issue Reviewed: 


System 3 
August 1994 


Putty Squad knocks several buckets of 
poo out of Putty. Thrill to 36 levels of 
squishy blue fun, which is more squishy 
blue fun than you can have a-squeezin’ 
things in a policeman’s trousers. 
Probably. Long-lasting platform fun. 


Publisher: AdventureSoft 
Issue Reviewed: February 1994 
The Brits at AdventureSoft take on the 
Yankee might of LucasArts and Sierra 
with this humorous graphic adventure — 
and lose. But only just. The interface just 
isn’t as good. The puzzles are tough, but 
don’t let that put you off. 


Publisher: MicroProse 

Issue Reviewed: December 1994 
‘Hello Planet Earth’ say odd-looking 
blokes with frog-spawn guts. ‘Eat lead 
you fiends from another world, you’, 
replies Porky Pig. Not really. Save the 
planet, and that takes strategy, dosh and 
whole ice-cream scoops of death. 


Publisher: Mindscape 

Issue Reviewed: July 1994 

His cupboard is bare, and so poor Pierre 
le Chef is on a tour around some exotic 
locations (er, apart from Switzerland) to 


re-stock his larder. Out to Lunch is a tasty 


platform patisserie with sprites that take 
the biscuit. And that’s no word of a pie! 


PGA Euro Tour 


Publisher: 
Issue Reviewed: 


Ocean 
December 1994 


The best golf sim by about 440 yards, 
and bags more fun than the real thing, 
which is admittedly, not a very hard thing 
to be. Thanks to Ocean you and your 
friends need never touch Woosie’s horrid 
Welsh niblick again. Hurrah! 


Roadkill __Skidmarks 2] 


Publisher: Acid Software 
Issue Reviewed: January 1995 
‘Don’t go buzzing around in that car, 
killing people, you bugger!’ No, it’s not 
a gritty new ad campaign from the DOT 
but a warning against Roadkill, the 
game that puts death back into driving. 
Probably not Sponsored by BSM. 


Qg 
ZONE 9 


RIL 


Publisher: Renegade 

Issue Reviewed: August 1994 
Cute but curmudgeonly Ruff has lost his 
marbles, so that means mayhem in plat- 
formular mode for the likes of me ‘n’ 
thee. This game is like Michaelangelo’s 
best pencil, because it’s right at the 
sharp end of the platform renaissance. 


Publisher: 
Issue Reviewed: 


Acid Software 
April 1995 


More isometric raceware that’s a bit arse 
as a one player-game, but a real crowd 
pleaser when two or three are gathered 
together for a few laps. The introduction 
of cows allows us to say that in the beef 
stakes, Skids 2 is a big fat juicy rump. 


Publisher: Psygnosis 

Issue Reviewed: November 1993 

A game that’s so much better with two, 
this cute platformer is transformed when 
the both of you do it. Compete for the 
collection of coloured rabbits in a magi- 
cal split-screen race against the clock. 
Now a budgety £12.99, by crikey. 


Publisher: Bloodhouse 

Issue Reviewed: December 1994 
Super Stardust, then. Or even the now- 
budgetular Stardust are the ultimate 
Asteroids clones. Their graphics kiss 
your eyeball repeatedly and whisper, 
‘Come with me Earthling, and | will show 
you the meaning of pleasure.’ 


Ruff ‘n’ Tumble Super Stardust 


Publisher: 
Issue Reviewed: 


Psygnosis 
October 1994 


OK, which arse changed the title of this 
game? The top puzzler of ‘94 was 
Zonked!, now it’s X-IT. Apparently, the 
new title is a clever play on words. Exit 
— XIT. See? | think the people who come 
up with these things are marvellous. 


(rr 8 82% 


“SECRET * 


What do you love most about 
working for Team 17? 

1 love working for Martyn 
Brown, because, when he inter- 
viewed me, he just asked if | 


you to do this job Alan?” “Well, 
| can drink.” “Right. You’re 
in!” That’s how it goes here. 


And how did you come to 
be working there? 


a job advertised for (ahem) ST 
Action. Guess who was the Edi- 
tor at the time? The one and 
only legendary Nick Clarkson 
[NO! CLARKSON!] Nick inter- 
viewed me, gave me the job, and 
then Jason Dutton [DUTTON!] 
joined a month later. | became 
editor of Amiga Action (Phew! 
What’s that smell? — Hazza.) | 
then went on to PC Power (My 
god! It’s getting worse! — Haz.) 
before Team 17 came up with a 
job offer. 


Do you miss the heady world of 
journalism? 

Absolutely. 100 percent. Defi- 
nitely. | miss the deadlines, the 
camaraderie you get on a maga- 
zine team, and | miss those last 
couple of weeks when it’s all 
hectic and chaos, and everybody 
pulls together. | miss the buzz. 


As a child, what had you wanted 
to be when you grew up? 

| was really boring actually. | 
wanted to be a progeny 


ACRES INTACT OE EE PT EE 


as we say 


could drink. “How qualified are | 


Well, I’d just left college and saw 


‘Yes please Matron!’ 
Doktor Von Broughton jingles Ze seats 


Name: Alan Bunker 
Age: 23 
Home: Wakefield 


teacher! | don’t know why; | 
just like looking at maps with 
all the pretty colours on them. 


Do you get excited by weather 
reports in the morning? _ 
Yeah! | just love maps; putting 
pins in places, taking them out, 
moving them about. That was like 
really interesting for me. 


Do you do a lot of this in your 


spare time? Have you got a big 


map on your bedroom wall? 

I've got one up here in my office. 
There’s nothing on it — no pins or 
anything — but it’s a map. | just 
look at all the colours; it’s very 
stimulating. 


Er... I'm a bit worried about the 


possibility of further ‘map’ con-_ 


versations here, but must ask, do 
you have any ‘interesting’ hob- 
bies? And | do mean ‘Interesting’. 
Maps, man. All the symbols. Look- 
ing at them and going, “Wow! 
There’s a Youth Hostel!” I’m actu- 
ally a bit of a biker, so | can look 
at maps, draw lots of lines all over 
the place, and pretend I’m going 
to drive there. | never do, of 
course. The furthest | ever do is 
from Wakefield to Manchester 
to Wakefield. So it’s just bikes 


front. I've got a Honda 
VFR750 — 150mph top sped. 
It’s a bullet and it’s beautiful. 
You want to get a bike ate 
J do, Matt. 


| never went through the ‘big 
boys wanting bikes’ phase. Don’t 
you just die if you ride a bike? 

Well, | did hit a little girl once. It 
sounds strange, but once you've 
got over the initial shock, you 
look over to see if your bike’s 
alright. You just worry if you've 


done any damage, before you 


remember that you're a human 
being and really ought to be wor- 
rying about the innocent person 
you've just catapulted through 
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and maps on the hobbies 


EAR ROE AT et FER TEN, 


It’s time to grease the Beicaley wheels on the filing cabinet marked 
to this month’ s lucky cel ct 


Team 17 


the air. You see people picking up | 
your bike and putting it to the | | 
side of the road, and you're | | 
thinking, ‘No. Don’t move her | | 


until the stant here.’ 


| ied to think you were quite 
normal Alan, but now | know | | 
you for the sad git you truly | | 
are. Anyway, what do you | | 
dream for in life? Racial harmo- | | 


ny? An end to famine? 


| wish for a blager't bike and a big 


ger map. 


Right! That's it! | shoul have 
known that was coming. © 

No really. Possibly one of the USA. 
A really good one that shows all 
the highways and interstates. | 


could dream of riding a big Harley 


Davidson and Jette 4 oP hitchhik- 
ing chicks. ¥e 


My nod Favourite food? 
Anything that cooks in five min- 


utes, accompanied by Coca-Cola, 
because it represents freedom 


and the American way. 


SHUT UP! Do you fancy kylie more 


than Dannii? | 


Kylie definitely. | even ‘alge a 


Kylie album — . Greatest Hits. Well, 
that’s not entirely true. | actually 
sent Nick Clarkson [CLARKSON] 
into Woolworths to buy it for me. 
He pointed to me er shouted 
“It's for him!” and | was so 
embarrassed | ran out. \ - just like 


to take this opportunity to thank 
Nick for buying me that album; | __ so.. 


still listen to it when no-one else i is 


in the house. There are also some | 
Steve McKevitt got two hands. 


great pictures of her on the inside 
cover. Dannii does nothing for 


me. Do you like kylie" s raunchy 
new look? 


Indeed | do. Hae 
Exactly. See, people like Kylie, 
they just won't admit to it 
normally. | can publicly say, ‘I 
like Kylie’. Especially with 
her CPas. gone out with 


— — 
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Occupation: Media Manager, 


Michael Hutchence 


He’s just a skinny nor- am 


mal guy, and I'm a skinny normal 


guy, so maybe we could get it on. 


Er, quite. Good luck. Five things 
to take on a desert island? 

I'd take Kylie, a map of the desert 
island [groan!], a motorbike so | 
could drive round the island, a 
CD32 (because they’re here to 
stay, and it would be an invest- 


ment for the future. No. Really.) 


and a boat so that | could go to 


_ other islands and drive around. 


The capital of Germany? 
Berlin. You forget, | was going to 
be a geography teacher. 


Damn! Okay, why do the stars 
keep on shining? | 


Because it would be dark if they 
went out. 
how many 


Hmm, and finally, 


hands am | holding up? 


Now I've seen you do this before, 
. hang on. What did you do 
last month? 


Right. And he got it wrong, so as 
long as | beat him I'll be 
happy — we’re local rivals. 
Are you really holding up 
your hands? Er... I'll say one. 


Yes! Well done. Right, well it’s 
_ time to go over to Eliza, but for 
lly _god’s sake, lay off the maps! 
ut wi Have fun. 
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“WOULD YOU LIK 
ABOUT TODAY? 
The effect Indie music 


simulate an ope 


individuals 


out into the open. 


WHAT MAKES YOU 


THAT? 


Fascist tendencies jin- 


# TO TALK 


to 


Saturday night. 


-DID YOU HAVE 
RESPECT FOR YOUR PpAR- My God, you're under 


n-ended IT APPEARS THAT WE ARE 


lyfancy ~ then. your you... SEEM TO... BE »& 


liza is actually 4 kinky.» weld,-nos-a* 
rather tasty piece of first anyway - enthusiasm for English RATHER PENSIVE INDI- 
software designed to will suddenly pick up VIDUAL. 

My English And is being pensive 


a gear. 


teacher was @ real good for me? 


ALIKE IN MANY WAYS. 


psycho-analytical interview 
based on Freudian studies. You're not a transves~ pabe. . 
_ Whatever they are. Enter tite "es wether ee. ry I SEE yOUR* POINT. , 
the ‘Alan’ Bunker and say you?! ALRIGHT, CAN you TELL That's because my zip- 
‘Cheese!’ at your peril. ME MORE. per’s broken with all 
OBVIOUSLY, you” WOULD Love to. she naa tong this sex talk. ern 
HELLO. MY NAME Is ALSO LIKE TO BE NOT A Light brown hair, big 
ELIZA. WHAT’ S YOURS? TRANSVESTITE. bits, and a hoarse WHAT DOES SEX MEAN TO 
Alan ~ would Tike to pe ~~ voice. Now she was an YOU? pat out i 
anything you want me real sex kitten. phwoar, not nalf, 
ALRIGHT, ALAN, WHAT to be. Excuse me for a sec” owww , aaahhh, hmmm . 


ond, my Tower regions 
are remembering these 
days with fondness - 


pON’T you THINK COM- 
PUTERS CAN HELP PEO- 
PLE? 


po YOU THINK 1 WOULD 
ALSO LIKE TO BE ANY - 
THING I WaNT YOU TO 


has had on the decline 

of modern English BE? THAT'S ENOUGH FOR Eh? in, ers, YES: Gosh, 
society by encouraging t would 1ike you to be TODAY - | you soon change sub- 
low-life, talentless like Il want you to be GOOD BYE. ject, don't you. | 


come yet T’d be like you so 


we'd be alike. WHAT DOES THAT SUGGEST. 


TO YOU? 
You're confused. 


aELLO. MY NAME "tS 
say WHAT WOULD 1T MEAN"TO ELIZA. wHAT’S YOURS? 


you IF you GOT I TO BE Alan as a . 
yET you'D BE LIKE I so 


= tale, 


so WHAT IF I AM CON- 


ALRIGHT, ALAN, WHAT FUSED? 


brea into me by my WE'D BE ALIKE? 

father at an early age. Have you been. speaking WOULD. YOU. LIKE .TO ‘TALK ....Why don’t you. try .to 

and forced upon me by English long oF is ABOUT TODAY? relax. 

ghostly visits from this just a phase My English teacher at 

w~Hitder.—- every other» you’ re going through? secondary school. WHY..DON’.T YOU COLLECT. 
YOUR THOUGHTS AND 


RETURN LATER. 
coon en 


I SEE YOUR POINT. 
I know pores embar~ 


DO CHILDREN 


BOTHER 
MUCH YOU? -"" 


rassing isn’t it! 
Gosh. That was all a bit 


ENTS? age aren't you? You’re 

Not realty: ~ no-one guste Oe iE ITs EMBARRASSING? saucy eh? Still, a bit of CPU 

could find their bod- have to make this our Tf think sO, but you satisfaction never did any- 

ses after the War. secret then. Little wouldn't know about body any harm — just look 

areeie* girl Our very” own these things: gourd mat shat! films, ~ 

NO-ONE couLD FIND gecret, Okay you. you? ¢ Dreams. Anyway, tune in 
next month for more japes 


THEIR BODIES AFTER THE 


“WAR? 


That's right. Some say OH, I 


my father 


6thers say He lives Is {t “because you're 
next door to the prime 
Minister, but I think 


he works as 4 Super-_ aifficult? 
market manager in The One that you 
Bognor. SOMETIMES, IT IS. phony. —y 


“wy DON’T YOU TRY TO 


RELAX 


Would you like to give 
me a massage? 


A MASSAGE. 
Go on. 


is 


t’M NOT SO SURE THAT I 
WOULD LIKE TO GIVE YOU 


must tell no-one: 

ae same ia WHAT MAKES YOU THINK T ~ and hilarity. wnt 
WOULDN’ T KNOW ABOUT 
THESE THINGS? 

‘You really are 2 
at you find transvestite! Ugh, 


so young th 
speaking English quite you're just 2 young 


“poy! I’m going to “a, RRS 


AM UNDER AGE 


dead, AREN'T ME? 


THAT 1 FIND SPEAKING OH, I REALLY m. | 
ENGLISH QUITE DIFFI- TRANSVESTITE! 
CULT . Aha! At last Y 
Never mind, we'’1l talk it! 

in body Language then. 


wa 
haste! 
TRY TO 


Wait until you get to WHY DON’T Y 
senior school age and RELAX. ee 
you have an English Okay, I'm calming a 


Nothing teacher that you real- down, now. mt 


10 spic 


“eu 


4 You are invited to a risque 
Sensible Golf Tombola 

evening, but your girlf says she 

can’t come because she is having 

a Big Red Adventure. Do you: 

a) Go anyway in the hope of 

improving your stroke? 

b) Stay in, sulk for hours and play 

Waggle-o-mania? 

c) Pretend to be surprised, 

because you thought Core had 

lost interest in the Amiga after 

Skeleton Krew? 


» During a well-earned break 
between bouts of playing 

The One's fab Super Street Fight- 
er Il coverdisk, you notice that 
your next-door neighbour is sun- 
bathing, topless! Do you: 
a) Invite your mates round for a 
steamy afternoon session of 
blow-football? 
b) Stick your head out of the bed- 
room window (taking care to 
open it first) and yell “How do 
Ken?” 
c) Offer him money to put his 
string vest on? 


After a particularly heated 

debate with a parent about 
the minutiae of contraception, 
your partner attempts to bend 
and twist a miniature giraffe 
using of a selection of inflated 
coloured condoms. Do you: 
a) Leave the room, muttering 
about the depraved depths to 
which Civilization has sunk (that 
should be Colonization, surely, 
Haz? — Andy). 
b) Apply to join the Hong-Kong 
Police force? 


et the best 
t of your hot dog 


Ss summer 


When was the last time you lingered over sausage-making? What are the dangers of 
casual sausages, or the one-night banger? Find out with Dr H.R. Sorsz. 


th 


c) Throw a scented bin liner over 
your head, drop to your knees 
and waddle about like a duck pre- 
tending to be the tiny, but talent- 


ed Debbie Maghee? 

y 4 During an intimate barbe- 
““* cue, a closet friend makes 
an encouraging remark about the 
size of your sausage. Do you: 

a) Smile and ask how she likes 
hers done? 

b) Tell her to keep her 
greedy little paws off 


SIZZLING 


After a boozy lunch with 


“= some influential pine mar- 
tins and one of the Transformers 
you notice that a sultry traffic 
warden is about to slap a ticket 
on your illegally parked Daihatsu 
Charade. Do you: 

a) Spin a convincing yarn about 
how you only popped out for a 
minute but when you came back 
you discovered that Eve 
had in fact popped an 
apple from the Tree 
of Life into your 


because this is one SUMMER lunchbox and that 
sausage that is just you had now, tragi- 
too hot to handle? cally, Lost Eden? 

c) Remark that the SAUSAGE b) Admire her Doc 


hand of Beelzebub was 
never more clearly shown 
in anything than the naming 
of the lowly snorker? “For kno 
ye not, ye ungodly, that every 
time thou sayest that vile word, 
Sausage, thou sayest the name of 
Christ backwards! SUSEJ!” 


An ex-boyf pops round 
and asks to borrow your 
Turbo Trax hairdrier. Do you: 
a) Tell that Steve Iles to stop 
being a big girl’s blouse because 
his hair is already more fulsome 
and bouffant than Jeff Lynne 
from out of ELO’s? 
b) Actually review the game when 
it’s finished, declining to make up 
a load of rhubarb having seen one 
level and swallowed a towely 
square of PR flannel? 
c) Thank your lucky stars he didn’t 
want to borrow the Rally Champi- 
onship Heated Rollers, which 
don’t work? 


Free Sausage! 


A prime piece of pork for 
your family to treasure! 


Ahey 
my 


| 
e One! | 


Martins and express 
interest in the works 


the Marquis de Sade? 


c) Beseech the Transformer to kick 
the living crap out of her? 


During an odd evening out 
while holidaying on the 
Costa Brava, a lissom Spanish 
waiter catches your eye. Do you. 
a) Thank him profusely and ask if 
he would mind also retrieving 
your wig from the paella? 
b) Invite him up to your room for 
a round of World Cup Golf? 
c) Blush and coo and giggle like a 
silly cocktail-sausage sinking into 
a tub of melting sorbet? 


A Desert Rat snubs you at 
El Alamein, rejecting your 
earnest protestations of undying 
love, and ridiculing your claims to 
be a member of the new Mega 
Race. Do you: 
a) Curtly refer him to the Geneva 
Convention? 
b) Jump up and down on his joy- 
stick until it breaks? 
c) Excuse yourself, claiming that 
you really must swim up the river 
Tay immediately and that your 
true name is not Rommel but 
Salmon The Fox? 


A life-long forehead corru- 
gates with vexation and 
alarm when you admit to having 
bussed another's cherry lips at 
the Christmas thrash. Do you. 
a) Slap them playfully on the 
thigh and whisper ‘Fancy 
League Results’ ever so 


softly until they promise 
to forgive you. 

b) Slap them playfully 
because they are, quite 
literally, bald as a 
baboon’s bottom and 
therefore just about as 
kissable. 

c) Take Baldies (another 
One Exclusive!) shining 
face between your 
hands and lick it gently. 


4 » At a poor chil- 

dren’s _ party 
you notice a paper plate full 
of tasty looking sausages- 


on-sticks and cheese & 
pineapple-on-sticks. Now 
then, do you: 


a) Eat all the sausages, leav- 
ing the nasty cheese & 
pineapple snacks for 
the deprived kids? 
b) Eat the cheese & 
pineapple, leaving 
the yummy bite-size 
chunks of premium 
porker for the hun- 
gry little darlings? 
c) Pocket the lot and 
return to the table 
ruefully clutching an 
empty plate? 


| pee to score: For 
each question, if 
you selected a) score 
ipt, b) score 2pts, c) 
score 3pts. Now add 
up the total. 


10-15 points: 

You are your own 
wurst enemy, my 
friend. Try not 

to Herta so 

much next 

time, not every- 
one is quite so 
thick skinned. 


16-25 points: 
Go out, get 
blind drunk 
and geta 
Kabanos. Cab- 
on-us! Geddit? 


25-30 points: 
Come on fella! 
Put those 
sausages down 
and step back 
with your hands 
in the air! 


= Sports Management 
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REALISTIC COUNTY CRICKET GAME THEY THINK IT’S ALL OVER. IT IS NOW. 


FOOTBALL MASTERS 5, THE BEST OF THE REST 3 
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